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Soar to the galaxy's rescue in your sleek RoadBritish 
" space destroyer and blast into the 
guts of Zelos, an all-engulfing, 

‘planet-eating alien who's hungering 
' take a bite out of you. 


Venture to the armed estate of dat 
Gangster King of Bourbon Street, 

3 of the most awesome video experiences 
explode into one mean swamp stompin' 
adventure—as you wrestle gators, zap mobsters, 
' 1 lotta drivin' and shootin.' 


Head to scenic Transylvania, with its demon plagued 
forests, and dagger infested graveyards and 
follow clues from cowardly villagers 
until you duel to the death w “~ 

~ Prince of Darkness himself. 



Challenge yourself in the 

grandest sporting spectacle sii 
the golden age of Greece—wi 
15 breathtaking events, including 
Taekwondo, pole vaulting, and fencing, k 




Sharpen your skates and polish your puck, 
then slash onto the ice for full speed, 
bone-jarring hockey complete with 
fist fights and power plays. From the 
creators of Double Dribble™ 
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proved, colorful graphics, great sound, fantastic 
background music and fun game play into the 
hands of everyone. The editors of VideoGames 
and Computer Entertainment have been game 
fanatics since Pong hit the streets in the early 1970s 
and have also been involved in every facet of 
video and computer entertainment. The writers of 
this magazine have developed game play con¬ 
cepts, designed and produced graphics and 
sound, and even programmed the games them¬ 
selves. Not to mention the thousands of hours 
we've enjoyed playing the games. 

Which brings us to this issue. We've wanted to 
share our enthusiasm and experience with the 
millions of others who also enjoy this interest. This 
being our premiere issue, we are launching the 
magazine with our first video-game buyer's 
guide. Future issues will include many more fea¬ 
tures, strategy guides, hints and reviews. 

And computer owners will find expanded 
coverage of games for their systems, whatever 
they own. With the popularity of computer enter¬ 
tainment, we intend to greatly increase the num¬ 
ber of pages dedicated to Apple, Macintosh, 
Atari, Amiga, Commodore and PC systems. We 
hope you enjoy this first issue. Stay tuned! 
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ith over 150 games available for the Nintendo. Sega and Atari game sys¬ 
tems, it is difficult to know what's available, what's good and what's 
bad. It's just too confusing, especially if you can't see or play a game before , 
purchasing it. We attempted to obtain every game, we could, scrutinizing, com¬ 
paring, analyzing, winning and losing. 

What we came up with flaesidessore wrists) was a rating system. Six cata- 
gories were Selected and used. 


"PI qi/qfti 1 i 4--. T indicates how well all of the elements work 
X idj CX LilliL y when put together. When the graphics, sound, 
music, action gild strategy are all added up, is the game good, and is it fun? 


, How much is going bi-in the game? Obviously a game of 
golf isn't going to be loaded with fast-moving aCUprn but a 
. game of hockey had better beljw|s ' 


If a game requires no thought on the player's pad. the' 
.game‘Will usually become dull and boring quickly. 

1 More strategy frequently means:mote challenge. 


Groat graphics don't necessarily mean a great game. 


and poor graphics don't always mean a poor game 
But colorful qnd elaborate graphics never faii to disappoint and always add 
something to the game ’.t JfF 



]Vf ‘lie i y-»Moro and more games have elaborate 'sound tracks " Many 
Uo 1 C-gcrmes even allow you to select from several scores, or even 


shut them otf. And the music in the games Iras to really be heard—some are 
downright amazing. : ,, 


The rating system runs from 1 to 4: 

1 =poor 2 “average 3 -^: 4 -excellent 

Also, we rate four catagories. Adventure. Action, Sports and Educational. 
Adventure typically covers games where the player Sets a goal to reach or 
task to accomplish. These games also have an end to them. 

Action games are shoot-'em-ups/pr fast-paced. 

Sports covers everything from archery to zeppelin races. 

Educational refers to games that have some learning/teaching qualities to 


Games that don't have rating charts weren't available to us, or were in pre¬ 
release stages, not suitable for a fair review. At the end of the sections are 
previews of games which will be available late this year or in 1989. We'll have 
more exciting reports on these very soon! Upcoming issues will have complete 
information on what's hot and coming to a videogame system near you! 














One of the best sellers for the Nintendo 
in Japan, where baseball is very popular. 
This game is designed to be realistic with 
baseball teams that have their own charac¬ 
ter and style. And realistic "voices" add to 
the effect. The umpire calls the plays, balls, 
strikes, fouls and time out. The crowd rum¬ 
bles and roars. You control the pitch as well 
as batting. 



The puck drops and you are on your way 
in this fast-paced hockey game. Just like 
in real hockey, tempers flare and fist fights 
break out. And you had better win these 
fights or you'll end up on the benchl Rack 
up assists or even play goalie during the 
slap-shooting bonus rounds. The game is 
realistic and features colorful graphics. 


Double Dribble 


by Konami 



ACTION 4 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 3 

MUSIC 4 SOUND 4 

Basketball comes to the NES in this simu¬ 

lation for one player against the computer 
or two players competing head-to-head. 
The game offers many true aspects of real 
basketball, such as a 24-second clock, 
three-point baskets, fouls and foul shots, 
and jump balls. If one of the players gets 
into the clear, you may even be treated to 
a full-screen sequence of a slam dunk. 
Length of the quarters, team location and 
difficulty level can be selected, and Dou¬ 
ble Dribble even includes halftime enter- 


Excitebike 


by Nintendo 



ACTION 3 PLAYABILITY 3 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 2 

Give the throttle a twist and rev up that 
engine. You've got to be a real pro to stay 
in the race as you try to pilot your speed¬ 
ing motorcycle over savage jumps, around 
tight corners and between your speeding 
opponents. If you wipe out, you'll never fin¬ 
ish in first place. Keep an eye on your en¬ 
gine heat too; an overheated engine will 
cost you a lot of time. If you get tired of 
the built-in courses, this cartridge's 

programmable features allow you to design 
and to race on your own tracks. 



ACTION 1 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 4 

MUSIC N SOUND 1 


Golf your way across 18 challenging holes 
in this fun strategy game. One or two 
players can compete using tactics such as 
hooks, slices or straight swings by select¬ 
ing from various woods or irons—even a 
sand wedge or putter. Various fairway views 
make this an interesting game, even if you're 
the type who can’t handle all of those noisy 
shoot-'em-up games. Wind, sand and water 
traps make things a little tough, even if 
you're a pro. And watch out for those 
trees— Fore! 















John Elway's Quarterback 


Ice Hockey 


by Tradewest 



Denver Broncos' quarterback, John El- 
way, has endorsed this gridiron simulation, 
originally viewed in the arcades as simply 
Quarterback. Played by one player against 
the computer, or two players head-to-head, 
you coach your team from the opening 
kickoff through all the strategic action in 
a contest that is said to be more realistic 
due to the advice of a pro football manager 
during the programming stages. 



by Nintendo 



ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 3 

MUSIC 2 SOUND 2 

Have some slipping and sliding ice fun 
with this fast-action sports simulation. Op¬ 
tions include the ability to choose your 
team's nationality, your team’s playing 
traits, the game's speed and the time for 
each period. You may also select between 
a one-player game against the computer or 
a two-player game against a fellow hock¬ 
ey fan. A fast finger on your controller’s 
'A' button will keep you battling for the 
puck, but if you get too rambunctious, you’ll 
cool your heels in the penalty box. Hear the 
crowd cheering? 


Pro Wrestling 


by Nintendo 



ACTION 2 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 2 

MUSIC 3 SOUND 1 

One or two players can go at it in the 
ring. The best thing about this game is its 
comical nature—at first. After that wears 
off you may become somewhat bored. The 
crowd cheering is also a good feature. The 
graphics are not very smooth, and the ani¬ 
mation and controllability are also limited. 
The game is also a bit difficult to get a han¬ 
dle on at first; it will take some practice 
just to get the hang of it. 


Racket Attack 


by Jaleco 



You are a pro in the national tennis 
championships. Colorful graphics and 
detailed animation make this game excit¬ 
ing and life-like with characters that look 
more like real people than cartoons. Smash, 
lob, valley and slice your way to victory. 


Super Team Games 


by Nintendo 



Nintendo brings the summer camp com¬ 
petition into the house, and on your NES 
screen with Super Team Games. Using the 
Power Pad, you hop, skip and jump on the 
device to control your on-screen charac¬ 
ter through a series of contests. A skate¬ 
boarding obstacle course, the log roll and 
a tug-of-war are among the battles that 
you'll find yourself competing in. Using the 
Power Pad will take your breath away and 
get your heart pumping. 
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10-Yard Fight 


by Nintendo 



In this football simulation, choose a one- 
player mode against the computer or take 
on a friend in the two-player mode. Vari¬ 
ous skill levels allow you to tailor the game 
to your liking, so you'll soon be running, 
passing and punting with the pros as you 
fight your way to the goal. But touchdowns 
won't come easily. The defense will try to 
tackle your quarterback and intercept your 
passes. Of course, after the fourth down 
it'll be your turn to take on the defense as 
your opponent fights to gain back yardage. 


Track & Field II 


by Konami 




[Mike Tyson's Punch-Out| 


by Nintendo 



ACTION 4 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 3 




ACTION 3 PLAYABILITY 4 

GRAPHICS 3 STRATEGY 4 

MUSIC 3 SOUND 2 


Avid athletes will take a shine to Ninten¬ 
do's tennis simulation, containing five lev¬ 
els of difficulty. Taking on the computer by 
yourself or with the help of another team¬ 
mate, you'll need to forehand, backhand, 
smash and lob your way to victory. Stan¬ 
dard tennis rules are in place, and the com¬ 
puter handles all the scoring and linesman's 
duties. You have to get to the ball and hit 
it at the right moment during play. 


[Winter Games 


by Acclaim 



ACTION 3 PLAYABILITY 

GRAPHICS 3 STRATEGY 















World Class Track Meet! 


Air Fortress 



Buyerg 
t ▼ 

GuidE 



Another Power Pad-compatible car¬ 
tridge, World Class Track Meet takes the 
action out of your hands and actually makes 
you run and jump your way to victory in 
a variety of track events. Hurdles, 100-yard 
dash and the long jump are among the 
races you'll participate in. Your on-screen 
character will duplicate your pace on the 
Pad, as you take on the computer, another 
player or a group of others in blood¬ 
pumping, heated competition. 



Fighting your way into the 16 different 
fortresses is your mission here. Each for¬ 
tress is a maze and getting there is not very 
easy. Many types of alien fighters will at¬ 
tack you. Your goal is to destroy a nuclear 
reactor core in each fortress, and then get 
out before everything blows up. Using the 
password option, you can continue a game 
any time, without having to repeat all of 


Arkanoid ■ Bayou Billy ■ Breakthru 


ACTION 2 

GRAPHICS 3 

MUSIC 2 


PLAYABILITY 3 
STRATEGY 2 
SOUND 2 


by Konami by Data East 



ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 3 

MUSIC 3 SOUND 4 


If you liked Breakout, you’ll love this moder¬ 
nization of the classic knock-the-blocks-out 
theme. As you use your paddle to keep the 
ball in play, keep on the lookout for colored 
capsules that'll drop from above. If you 
catch them, you'll get extra powers. Vari¬ 
ous obstacles will also appear; if you hit 
them with the ball, you get extra points. 
But watch outl The obstacles can also 
bounce the ball at unexpected angles. Ar¬ 
kanoid comes with its own controllers, but 
may also be played with the standard Nin¬ 
tendo controllers. 


Billie's girlfriend, Annabelle, has been 
kidnapped by the evil Gangster King of 
Bourbon Street and his henchmen. You are 
Bayou Billy, a basically good guy who is 
fighting madl Now you set out shooting, 
fighting and driving your swamp buggy 
through the bayou and onto the streets of 
New Orleans in search of Annabelle. 
Wrestling alligators and other hoods will 
lead you to the final showdown at King's 
guarded estate. 


In Breakthru, you have to take your assault 
vehicle through five scrolling scenes of 
enemy fortresses. If, with considerable skill 
and a little bit of luck, you should happen 
to make it all the way, your last task is to 
recover the stolen PK430 fighter plane and 
bring it back over to your side. Your trav¬ 
els will take you past landslides, mines, ar¬ 
mored cars, tanks and helicopters, all of 
these designed to halt your progress. In 
order to boost your abilities, you can leap 
up to catch power capsules that occasion¬ 
ally show themselves. 




















Burger Time 


City Connection 


by Data East 



ACTION 2 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 3 

MUSIC 2 SOUND 2 

In this re-creation of the arcade classic, 
you play the part of Chef Peter Pepper. You 
are trying to put together burgers by run¬ 
ning over all the necessary ingredients and 
dropping them on the plate. Making this 
cook-out more difficult are various foes— 
Mr. Hot Dog, Mr. Egg and Mr. Pickle—who 
try to halt your progress. To get them off 
your tail, you can drop burger parts on them 
or sprinkle your limited supply of pepper to 
freeze them in their tracks. 



by Jaleco 



ACTION 3 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 2 

City Connection is a race and chase game 
that has you driving your car over the 
streets of the world's major cities. You must 
paint over all sections of the multi-level 
highways before moving on to a new city. 
But watch out for the policel They're hot 
on your tail, and the only way that you can 
avoid them is to shoot them with an oil can 
or jump over them. Some other obstacles 
include cats that pop up in the road and 
spikes that rise up in front of you if you 
should spend too much time on a single 


Cobra Command! Commando ■ Contra 



by Capcom by Konami 



ACTION 4 

GRAPHICS 4 
MUSIC 4 


PLAYABILITY 4 
STRATEGY 4 
SOUND 4 


Data East has brought another arcade hit 
to the NES with Cobra Command. Piloting 
a powerful helicopter, you'll need to search 
out the many hostages, using whatever 
weapons you have in your arsenal to pro¬ 
tect yourself from the enemy forces. At 
various points in the game, you must go 
underground to secure additional guns, 
bombs and missiles to help you keep your 
mission going along successfully. To help 
you further, text hints are offered at select¬ 
ed points in the contest. 


Because they've wasted their own natur¬ 
al resources, alien invaders have come to 
take ours. As the first step in the aliens' 
invasion, all the world's leaders have been 
captured, and it’s up to you, as Super Joe 
the Commando, to find and defeat the aliens 
in the dark and dangerous jungle. Four lev¬ 
els of action stand between you and your 
goal. Battle your way through the jungle, 
the prairie, the barracks and the airport, 
while you fend off enemies that include 
Foot Soldiers, Aqua Soldiers, Trench Sol¬ 
diers and Bazooka Soldiers, among others. 


In Contra you go against the vicious Red 
Falcon, a creature from outer space who's 
landed in the Amazon jungle. Taken from 
the best group of soldiers America has to 
offer, you (alone or with another player 
cooperatively! have to battle through stage 
after stage, past the sensors that warn the 
Falcon of your progress. Each section be¬ 
comes more difficult than the last. The 
nearer you get, the more difficult your task 
becomes. To help you, special weapons can 
be received at various points of the game, 
such as rapid fire and fanning bullets. 
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One of the most popular arcade classics 
comes to your Nintendo. Your mission isn't 
just to stay alive but to rescue the survivors 
stranded on the surface of a planet. 
Landers, mutants, phreds, baiters, swarm- 
ers, dynamos, munchies, pods, space gup¬ 
pies and firebombers are all out to get you. 
Use your radar and lasers to attack the 
aliens while attempting to rescue the resi¬ 
dents and get to the warp level that takes 
you to another area on the planet. Choose 
one- or two- player mode and also two 



One of the true big hit arcade games, 
Nintendo's Donkey Kong is the original 
where Mario (or Luigi) must attempt to res¬ 
cue his girl from Donkey Kong's clutches. 
Try and get to the top of the construction 
site dodging obstacles including barrels and 
great balls of fire. Also on the cartridge is 
Donkey Kong, Jr. where the tables are 
turned. You must rescue Papa, who is in 
Mario's prison. Donkey Kong, Jr. encoun¬ 
ters enemy birds, swings on jungle vines 
and jumps on moving platforms. 


Double Dragon ■ Duck Hunt ■ Elevator Action 


by Tradewest by Nintendo by Taito 



ACTION 4 

GRAPHICS 2 

MUSIC 4 


PLAYABILITY 3 
STRATEGY 3 
SOUND 3 


ACTION 3 

GRAPHICS 3 

MUSIC 3 


PLAYABILITY 3 
STRATEGY 3 
SOUND 2 


ACTION 3 

GRAPHICS 2 

MUSIC 2 


PLAYABILITY 3 
STRATEGY 3 
SOUND 3 


Tradewest brings the arcade smash Dou¬ 
ble Dragon to the NES. Billy Lee, a karate 
expert, has had his girlfriend snatched off 
the street by the Black Warriors gang. He 
has to battle the Warriors through their turf, 
then take on the evil Shadow Boss, who 
turns out to be Billy's twin brother, Jimmy. 
You have different fighting abilities, brought 
out with button and controller combinations, 
as well as helpful weapons, to successfully 
grapple past the gang. 
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Three games of skill that require nerves 
of steel and a steady hand as you try to 
shoot with maximum precision. (You must 
have the Zapper light gun.) Two of the con¬ 
tests put you up against speedy ducks flap¬ 
ping across the screen. Try not to let the 
snickering dog get to you if you miss! The 
last game is a target shoot with clay 
pigeons. All of these challenges are com¬ 
plicated by the short time you have to react, 
aim and fire. Miss too many targets and 
you're finished. 




In this arcade game recreation, you are 
Agent 17, better known as Otto. Slinking 
through the enemy's headquarters, you 
have to work your way around the build¬ 
ing, snatching back government secrets 
that are hidden behind red doors. Standing 
in your way are a ton of trigger-happy ene¬ 
my agents that lurk in the shadows and a 
slow system of elevators and escalators 
that you need to get from the top of the 
building to your getaway car in the 
basement. A gun and your smarts are your 
















Freedom Force 


Ghostbusters 


by SunSoft 



ACTION 4 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 4 SOUND 3 

In this fast-action game using the light gun, 
it's up to you to stop "The Unknown Guer¬ 
rillas," a group of savage terrorists who 
have taken over an entire airport. You must 
shoot your way through five different 
scenes in an effort to find and kill Eugene 
Extreme, the guerrilla leader and master¬ 
mind. The guerrillas will appear in win¬ 
dows, from behind pillars and cars, from 
just about anywhere, and you must shoot 
them before they get a chance to get off 
a shot. But watch out for innocent 
bystanders and hostages! 






ACTION 1 PLAYABILITY 1 

GRAPHICS 2 STRATEGY 2 

MUSIC 4 SOUND 3 

City full of ghosts—who ya gonna call? 
Ghostbusters! In this game based on the 
movie, you have to drive your Ectomobile 
around New York City in search of ghost- 
filled buildings. When you find one, you 
must trap the ghosts to earn your pay. You 
need a steady flow of money to buy the 
equipment needed to catch the nasties. 
Your final battle will be against Gozer, who 
must be defeated before the Marshmallow 
man reaches the top of the building. While 
you drive, watch your gas gauge or you'll 
end up pushing your car to the gas station. 


Ghosts and Goblins ■ Golgo 13 



ACTION 2 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 2 


ACTION 

GRAPHICS 

MUSIC 


4 PLAYABILITY 4 

4 STRATEGY 4 

4 SOUND 3 


Here's your chance to play Knight Arthur 
and rescue a princess that has been spirit¬ 
ed away by Satan himself. At your com¬ 
mand are such weapons as spears, torches, 
swords, axes and crosses, and you'll need 
to use them to good effect to get past the 
many monsters in your path. Ravens, Zom¬ 
bies, Red Devils, Green Monsters, Flying 
Knights, Forest Ghosts, Bats, Skeletons, 
Tower Monsters and Satan himself are just 
some of the creatures you'll do battle with. 


Golgo 13 is a tough secret agent, who’s 
chasing down a faceless threat armed with 
a bacteriological weapon. Based on a 
Japanese comic strip of the same name, 
you are Golgo 13, and your adventure takes 
place in all types of terrain: in the water 
underneath the Aegean Sea and flying 
through the sky in armed helicopters. No 
matter where you go, you'll find yourself 




Skimming through outer space in your 
Warp Rattler spacecraft, you encounter the 
Bacterion Empire. Six different levels will 
bring you to your final encounter. At your 
disposal is a cannon, but if you are good 
enough, you can gather energy pods along 
the way. These pods can equip your space 
ship with missiles, lasers, torpedos, a force 
field and up to two "ghost" ships. Enemy 
bases are located everywhere, and you'll 
even have to face erupting volcanoes, 
bubble-blowing Easter Island statues and 
the gigantic amoeba. 














Gun Smoke 


Hogans Alley 



You play Billy Bob, a quick-draw gunfight- 
er from the old west, as you try to rid the 
town of tough and ruthless bandits. As you 
move forward, the bandits (including such 
bad guys as Punk Indians, Stabber, Blasto, 
Sniper and Dynaman) come at you from all 
directions—and even fire from windows. 
You’ll have to be fast on the trigger to col¬ 
lect the prizes hidden in the barrels found 
all over town. If you acquire enough points, 
you'll be able to purchase extra weaponry 
at the General Store, so make sure you pick 
up all the money bags. 



Snap decisions are necessary in this trio 
of quick-shooting games. (You need the Zap- 
per light gun.) In the first two games, gang¬ 
sters and innocent bystanders are targets 
that roll onto the screen and turn towards 
you in rapid succession. You have to plug 
the bad guys and avoid the harmless before 
the time is up. In the third game of trick 
shooting, you must keep cans in the air with 
your shots, in an attempt to float them over 
to various point platforms. In all contests, 
ten misses ends the game. 


Hudson’s Adventure Island 


by Hudson Soft 



Jackel 


by Konami 




On Adventure Island in the South Pacif¬ 
ic, you have to run and skateboard around, 
collecting bonus fruit treasures and avoid¬ 
ing the meddlesome native creatures in 
your quest to rescue the kidnapped Prin¬ 
cess Leilani. Watch out behind you for the 
evil Witch Doctor and his onslaught. This 
game has already sold over a million car¬ 
tridges in Japan. 


Set out to rescue your comrades from 
behind enemy lines. You command the Ar¬ 
my's most advanced all-terrain Attack Jeep 
with guided missiles and incendiary 
grenades. Simple firepower isn't enough, 
though. You'll need skill to out maneuver 
the incoming attacks. For one or two play¬ 
ers. Two opponents can play simultaneous¬ 
ly on the screen. 


The famous Atari arcade game. Climb 
onto your Ostrich and fly into the night as 
you compete against other opponents. Two 
different levels will challenge you, as well 
as another player if you choose the two- 
player mode. You can land on the platforms, 
but watch out for strikes from enemies 
above! The graphics are colorful, the ac- 























Karnov 


I Kid Niki Radical Ninja I 



ACTION 3 PLAYABILITY 3 

GRAPHICS 2 STRATEGY 3 

MUSIC 4 SOUND 3 


ACTION 3 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 3 

MUSIC 3 SOUND 2 


The Lost Treasure of Babylon awaits Jin- 
borov Karnovski, known to most people as 
Karnov, the fireball-throwing circus strong¬ 
man. All he has to do is get past Ryu, the 
terrifying dragon who stole the treasure to 
begin with. Ryu also has a band of 
creatures—such as Rock Man, Snake Wom¬ 
an and Lion Keeper—to try and fend Kar¬ 
nov off. Karnov can stock a variety of 
options, like bombs, wings and shields, to 
add to his strength and shooting power in 
battle. 


Kid Niki is a spike-haired punk, and you 
have to maneuver him through this scroll¬ 
ing game to rescue his girlfriend, Princess 
Margo, from the clutches of the Stone Wiz¬ 
ard. Armed with a flashy sword, you'll have 
to jump and slash past all the nasties— 
among them, Masked Devil, Red Foxes and 
Chubbies. Each level also has a Big Boss, 
such as Death Breath, Horned Witch and 
Stone Buddha. As if that wasn't enough, you 
also face a time limit to complete a round. 



Kung Fu 

■ 

The Legend of Kage 

■ 

Legendary Wings 


by Nintendo 



ACTION 4 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 3 

MUSIC 4 SOUND 4 

Thomas Is a tough and experienced Kung 
Fu master, trained to kick, punch and jump 
out of all sorts of danger. In this Nintendo 
contest you lead Thomas into danger by 
taking on all the members of the nasty X 
gang in their castle in an effort to save the 
fair Sylvia. The gang consists of knife 
throwers, stick fighters and boomerang 
tossers, but Thomas faces threats from 
snakes, dragons and poisonous moths also. 
Don't forget to keep track of your energy 
level, which is lessened with each blow you 


by Taito 



ACTION 4 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 2 

MUSIC 4 SOUND 3 

This addicting arcade game is converted 
to the NES by Taito, a leader in coin-op 
games. As the ninja Kage, you must battle 
your way towards the castle through a 
forest, along a secret passageway, then up 
and over the wall. Once inside—if you make 
it that far—you have to rescue the kid¬ 
napped Princess Kiri. Standing in your path 
are leaping swordsmen, fire-throwing monks 
and bomb-tossing ninja warriors. A sword 
and throwing stars are your potent weapons, 
but various bonuses will enhance your 


by Capcom 



ACTION 4 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 2 

MUSIC 4 SOUND 2 

It’s thousands of years in the future and, 
donning a set of mechanical wings you 
have constructed, you set out to destroy 
a monsterous computer called DARK. This 
computer has ruled Earth for hundreds of 
years but has turned ruthless. On your way 
to DARK's hidden fortress, you encounter 
deadly robot enemies and other dangerous 
obstacles. Several viewpoints and detailed 
graphics coupled with wonderful music and 
animation make this a fun game. 




















Somewhere in the desolate and freezing wastes of the North Atlantic, between Iceland 
and the Kola Peninsula, a Soviet battle fleet is lurking, ready to pounce on its prey. 

As NATO Thsk Force Commander you must deploy your fleet of submarines, ships, and 
aircraft to locate, engage and defeat the Kremlin’s finest. 

Produced by Larry Bond, noted co-author of “Red Storm Rising" and Naval Analyst, 
Harpoon portrays the superpower's final confrontation. Now it's up to you. 

With graphics that make everything else look like finger painting, and 
an arsenal of weaponry that comes up to your armpits, Harpoon's non¬ 
stop action, relentless intensity and chilling responsibility will leave 
you gasping. It's more than a mere game-it's a current event! 

Available now for BC/compaUbies. Coming for Macintosh. Apple Has 
and Amiga. Contact your software retailer orThme-Sixty, 408/879-9144 




Lifeforce 


Lode Runner 


by Konami 



ACTION 2 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 4 

MUSIC 4 SOUND 3 

The fantastic sequel to Gradlus. Zelos, 
an all-engulfing, planet-eating alien is af¬ 
ter the world Gradius and its neighbor La- 
tis. Six very dangerous areas stand 
between your ship and the creature you are 
after. Solar flares, fire creatures and a mul¬ 
titude of other enemies welcome you. You 
and your Latis partner, flying his RoadBrit- 
ish Space Destroyer, use Ripple lasers, Plu¬ 
tonic Missiles and Force Fields to attack 
Zelos. 


Mega Man 


by Capcom 



ACTION 3 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 3 



Metal Gear 


by Ultra 



ACTION 2 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 2 


by Broderbund 



ACTION 2 PLAYABILITY 4 

GRAPHICS 2 STRATEGY 4 

MUSIC 3 SOUND 3 

As a Galactic Commando, your mission is 
to enter the walls of the Bungeling Empire 
in order to take back the gold that they have 
stolen. Each one of these 50 levels is a puz¬ 
zle, and they are filled with Bungeling guards 
who will pursue you relentlessly. But you 
are fast, and can climb ladders, jump far and 
cross ropes to outwit and outrun the guards. 
And with your trusty LASER drill, you can 
dig through floors and even trap the guards. 
This game is fun, fast and challenging. 


Mighty Bomb Jack] 


by Tecmo 



ACTION 3 PLAYABILITY 4 

GRAPHICS 3 STRATEGY 2 

















Millipede 


by HAL America, Inc. 



The popular sequel to Atari's Centipede. 
You are trying to rid a garden of pests that 
buzz, crawl, squirm, wiggle and creep. Turn 
them into mushrooms before they get to 
you and eat you up. Twelve different lev¬ 
els of attack and two skill levels make this 
a tough game for one or two players. The 
game gets faster and faster as you go! 


B uyer' S 

■ ESS • 
GuidE 




by American Sammy Corp. 



ACTION 3 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 2 

MUSIC 3 SOUND 3 

Choose to begin in one of three 
scenarios, and then be prepared to move 
forward against heavy opposition. You'll be 
attacked by all types of strange creatures, 
not the least of which are knife-throwing 
skeletons. Climb to the top of pyramids, 
towers and icy stairways—but make sure 
you grab the life-giving capsules and the 
gems that'll award you with secret 
weapons. The fire wheel can be especial¬ 
ly effective against your enemies! 



by Nintendo 



ACTION 2 PLAYABILITY 3 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 1 

This game simulates a pinball game on 
your television. The game is divided be¬ 
tween a top and bottom, where you launch 
your ball onto the top screen and play it 
out using a first set of flippers. If you lose 
the ball, it then moves into the lower 

bonus round is played by moving a Mario 
character back and forth to deflect the ball. 
Bumpers, bonus nodes and sound effects 
are all there! 


Platoon ■ Predator 




ACTION 3 

GRAPHICS 3 

MUSIC 3 


PLAYABILITY 1 
STRATEGY 2 
SOUND 2 


In this electronic take-off of the popular 
movie, you must battle your way through 
the four stages of your mission: Jungle and 
Village, The Tunnels, The Bunker and 3-D 
Jungle. You'll have to be fast on the trig¬ 
ger of your M-16 rifle and be ready to toss 
grenades at any movement. The enemy can 
come from anywhere—from underground, 
from the trees, from underwater. If you 
search hard enough, you'll find maps, med¬ 
ical supplies and other necessary items, but 
mapping the mazes will be no easy feat. 


Activision, a veteran of many popular 
video-game creations over the years, has 
brought us an adaptation of the Arnold 
Schwarzenegger movie, Predator. In the 
game you follow the combat-filled premise 
of the film, battling against a nearly invisi¬ 
ble alien attacker to the death. 















Rad Racer 


Raid on Bungeling Bay 


by Nintendo 



ACTION 4 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 2 

MUSIC 4 SOUND 2 

Fire up your engine in this exciting race 

against the clock. Eight challenging courses 
await you including Athens, San Francisco, 
Los Angeles at night and the Rocky Moun¬ 
tains. You get to drive everything from a VW 
Beetle to a Ferrari, even a F-1 racer. Hills, 
other cars and tight turns make the driving 
realistic and challenging. Brakes, Tur¬ 
bocharger and realistic graphics add to the 

the 3-D option (3-D glasses included) to real¬ 
ly get into the driver’s seat. 


Rambo 



by Broderbund 



ACTION 2 PLAYABILITY 3 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 1 

You look down on the helicopter you are 
flying, and somewhere below that are the 
six factories of the Bungeling Empire. The 
factories are heavily protected by tanks, 
guns, radar sights, enemy fighters and gun 
boats. Even though you can carry many 
bombs, you may still need to find your air¬ 
craft carrier and get more to blow up a fac¬ 
tory. Some take many, many bombs. Find the 
enemy airport, and you can destroy some 
planes before they even take off. And don't 
stray too far from your carrier either. The 
enemy may attack and try to sink it. 


R.C Pro-Am 


















Renegade 


Robocop l 













Spelunker 


by Broderbund 



ACTION 2 PLAYABILITY 4 

GRAPHICS 3 STRATEGY 3 

MUSIC 2 SOUND 3 

Explore a complex and dangerous labyrinth 
of caves in search of fabulous treasure. As 
you move through the caverns, you must 
jump, climb and fight your way through six 
increasingly difficult levels, each filled with 
lava pits, bats, steam volcanos and the 
ghosts of past spelunkers who didn't make 
the grade. If you bump into any of these 
obstacles, your quest will be over. Within 
the caverns are many ropes, ladders, ele¬ 
vators and other items that will help you 
move about, but you must be very careful 





by Sunsoft 



ACTION 3 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 2 

In this arcade conversion you get to uti¬ 
lize smoke screens, oil slicks, torpedoes, 
machine guns and other tools of the spy 
trade to battle and destroy enemy agents 
while at the same time trying to keep your 
speeding car on the road. Don’t shoot or 
hit the innocent bystanders, though, or 
you'll lose points. And if you don't keep the 
speed of your car under control, you'll end 
your mission in flaming ruin. Spy Hunter 
will also let you try your hand at piloting 
a speedboat. 


Starforce ■ Super Mario Brothers ■ Super Mario Bros. 2 


by Tecmo 



GRAPHICS 3 STRATEGY 3 

MUSIC 3 SOUND 4 


by Nintendo 



ACTION 3 

GRAPHICS 3 

MUSIC 4 


PLAYABILITY 4 
STRATEGY 4 
SOUND 3 


by Nintendo 



You control the Final Star, a small space 
fighter whose mission is to attack the mys¬ 
terious planet Gordess, which is divided 
into 24 different areas. You start with a 
small Star Beam Gun, but add to your ship's 
weapons by picking up objects along the 
way. The game's view is similar to Xevi- 
ous, where you are looking downward on 
your ship. The terrain is a highly detailed 
hi-tech surface over which the enemy ships 
pass. You can also destroy ground-based 
targets for extra points. 


This is one game that every Nintendo 
owner should have. Mario must rescue the 
beautiful princess hidden somewhere in the 
Mushroom Kingdom. Its no wonder that this 
game is such a popular one with its color¬ 
ful screens, great music and sound effects, 
and many secret tricks. Flying carpets, hid¬ 
den beanstalks, underground caverns with 
gold coins and secret bricks and mushrooms 
are some of the features that make this 
game a lot tougher than it looks. 


Hot on the heels of their previous suc¬ 
cess in Super Mario Bros., Mario and Lui¬ 
gi have been recruited to return to your 
NES in another action-packed chase. Rac¬ 
ing around new territory, you'll control your 
old pals through new adventures against 
new adversaries, with new weapons at 
their call. Items can be pulled out of the 
ground, such as turnips and potions, that 


Nov/Dec T 1988 
















Tetris 


Super Pitfall 



ACTION 4 

GRAPHICS 2 

MUSIC 3 


PLAYABILITY 3 
STRATEGY 3 
SOUND 2 



ACTION 2 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 4 

MUSIC 3 SOUND 3 


Video-game players from the early '80s 
will fondly remember this ground-breaking 
adventure, which is now brought to the NES 
in higher quality form. You play Pitfall Har¬ 
ry, who is in search of the Raj Diamond as 
well as on a mission to save his niece Rhon¬ 
da and Quickclaw the Lion. On his journey 
through over 270 screens, he faces a dead¬ 
ly pack of enemies: snakes, spiders, scor¬ 
pions, frogs and more. He must also grab 
gold bars for points, helpful clues and vari¬ 
ous hidden bonuses to keep his quest going. 



Russia Drings us tms intense tmnKing 
game that is billed as "the Rubik's Cube of 
video games:’ Different shapes drop from the 
top of the screen, and your job is to rotate 
and fit them together to complete rows, 
leaving as little blank space as possible. 
Each completed row disappears from the 
screen (with an increase in your score), leav¬ 
ing you more room to continue with the next 
pieces. It starts off easily enough, but the 
pace picks up until the pile-up hits the top 
of the display, ending the game. 

















Trojan 


Wizards & Warriors 


by Capcom 



ACTION 3 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 3 

MUSIC 3 SOUND 2 

In this sword-swinging, punching-and- 
kicking adventure, you must defeat the ar¬ 
mies of an evil king in order to release his 
captives. Underground dungeons and secret 
rooms abound in each of the seven levels. 
Your enemy will be difficult to defeat, re¬ 
quiring a lot of cunning and speed if you're 
to meet with success. Hidden bonus 
characters such as high-jumping boots, 
strength-restoring hearts and speed-up 
symbols assist you against such ruthless 
enemies as The Slasher, The Hatchet 
Brothers, Iron Arms and The Killer Piranha. 


Vegas Dream 


by HAL America, Inc. 



Black Jack, Roulette, Slot Machine and 
Keno are all here. Up to four players can 
experience a Vegas casino in two differ¬ 
ent simulations. You begin with $700 which 
you may bet as you wish. Watch out for 
the pickpockets and other hazards. You win 
when you "earn" one million dollars—and 
you even get a prize. If you lose, well_ 


by Acclaim 
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ACTION 3 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 2 

MUSIC 4 SOUND 3 

Malkil, Merlin’s teacher, is a powerful wiz¬ 
ard who has turned bad. As Kuros, the 
brave knight, you have to pass through the 
kingdom called Elrond and fight off all of 
the wretched beasts under the wizard's 
spell. If you manage to make it through suc¬ 
cessfully, you need to search out Malkil and 
release the princess he has taken as 
hostage. During your journey, you have to 
build up your strength by acquiring gems, 
keys (to open chests and doorsl and spe¬ 
cial weapons which will aid you in your 


FOOTBALL • BASKETBALL • BASEBALL 


SPORTS FANS...THE SPORTS SIMULATIONS YOU HAVE BEEN WAITING FOR ARE HERE! 
3 IN 1 FOOTBALL 



DEALER INQUIRIES WELCOME 

CIRCLE #118 ON READER SERVICE CARD. 
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Adventures of Lolo 


Blaster Master 





You must solve the 10 by 12 matrix maze 
to save the Princess Lala. Each room of the 
matrix is a mind-chalienging puzzle. You 
must figure out how to get through the 
room by moving objects, avoiding enemies 
and solving the puzzle, among other tasks. 
Along the way you must pick up all the 
keys you need and meet up with four wiz¬ 
ards before you can save Lala. The game 
features a password, so that you may re¬ 
sume a game at any time from the point 
you left off. 


Deadly Towers 



ACTION 3 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 3 

MUSIC 2 SOUND 2 



ACTION 3 PLAYABILITY 3 

GRAPHICS 2 STRATEGY 3 

MUSIC 4 SOUND 2 


by SunSoft 



ACTION 4 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 4 

MUSIC 4 SOUND 4 

You have accidentally fallen into a deep and 
seemingly inescapable pit At the bottom you 
find MetalAttacker, a small but extremely 
powerful vehicle You climb into the MetalAt¬ 
tacker and set out to make your escape. But 
in order to do it, you need to conquer the 
hundreds of fierce radioactive mutants that 
are living underground. As you defeat the 

ing capability, even submarine options and 
wall-climbing abilities. This game features 
great playability, music and action. 


KOM39 


by Nintendo 



ACTION 4 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 4 

MUSIC 4 SOUND 3 


In this magic-filled adventure game, you 
(playing Prince Meyer) must defeat Rubas, 
King of the Devils and restore peace to the 
land. To do this you must first locate and 
destroy the seven bell towers. You must 
have good mapping skills to keep track of 
the hundreds of rooms, secret dungeons, 
pathways and parallel worlds that make up 
the immense castle, and a clever attack 
strategy is the only way to avoid defeat. 
The three-dimensional graphics add further 
to the game's realism and challenge, allow¬ 
ing movement in any of eight directions. 


Based on the popular arcade machine, this 
game forces you (or, cooperatively, with 
another player) into the depths of the Gaunt¬ 
let to retrieve Rendar's treasures and, most 
importantly, the Sacred Orb. You’ll go head- 
to-head against the worst warriors and ob¬ 
stacles that Morak the Evil One can toss at 
you. During the journey you'll need to gather 
as many potions, keys, treasures and plat¬ 
ters of food to keep yourself successful. You 
have the choice of four different characters 
each with varied strengths and weakness¬ 
es. Features password re-entry. 

m 


As the young angel Pit, you must travel 
through Angel Land in order to conquer 

way towards the Palace in the Sky, you’ll 
have to make the grueling journey through 
the Underworld, Overworld and Skyworld. 
The music, graphics and playability in this 
game are among the best—but be 
warned—this is one of the toughest games 


lows you 
Brothers 

















Metroid 


The Legend of Zelda 






ACTION 3 PLAYABILITY 4 

GRAPHICS 2 STRATEGY 4 

MUSIC 4 SOUND 2 

One of the most popular games for the 
Nintendo. You take on the role of Link. As 
you wander throughout the mythical king¬ 
dom of Hyrute, you must acquire the 
powerful Triforces, seek out and destroy the 
evil Ganon, then rescue the enchanting 
Princess Zelda. The game cartridge is co¬ 
vered in an attractive shiny gold and has 
a built-in battery that allows you to stop 
a game and continue at your convenience 
at a later date. Many treasures, dungeons 
and enemies await you! This is a game that 
requires skill and cunning at every step. 


Rygar 




ACTION 2 PLAYABILITY 2 

GRAPHICS 4 STRATEGY 3 

MUSIC 2 SOUND 2 

Guide the hero Rygar on his quest to 
return peace to the land of Argool which 
has been suffering at the hands of the 
troops of the evil King Ligar. Leap, climb 
and fight your way through the five terri¬ 
tories of Argool. Seek out the legendary 
gods and take heed of their advice. Even 
as you make your way through the swarm¬ 
ing enemy creatures, you must be on the 
lookout for such helpful items as grappling 
hooks, wind pulleys and crossbows. The 
"Door to Peace” has been taken away, and 
now only you can restore it. 



Even though Count Dracula was des¬ 
troyed some time ago, his presence still ex¬ 
ists to haunt you. To rid the curse you must 
find and destroy the five missing body 
parts. This quest leads you to the Count's 
old castle in Transylvania where you en¬ 
counter mazes of graveyards, mansions and 
eerie forests filled with werewolves, zom¬ 
bies and demons. Look for clues from vil¬ 
lagers as well as magic weapons. You'll 
need ’em. 


by Nintendo 



ACTION 4 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 4 

MUSIC 4 SOUND 4 

Samus Aran is your name. Space pirates 
have gotten hold of a dangerous life-form 
called Metroid, which they are growing in¬ 
side the world Zebes. As Samus, your mis¬ 
sion is to destroy the Mother Brain which 
is nuturing Metroid. To do this you must ex¬ 
plore the mysterious maze of rooms filled 
with space creatures, lava seas and other 
obstacles. Along the way Samus can col¬ 
lect a long range gun, an ice ray, a power¬ 
ful wave gun, high-jumping boots, missiles 
and more. The graphics, music and action 
won't disappoint. 


Xenophobe 



Your space station has been infested 
with alien life-forms, the Xenos. You must 
destroy as many Xenos as possible before 
your station self-destructs. If you exter¬ 
minate enough Xenos in time, your space 
station will become safe, and you get a bo¬ 
nus. If not, the station will be declared 
overrun and no bonus is given. There are 
eight space stations including a Moon City, 
Star Port and Mother Ship. Each one has 
eight rooms per floor in this fast-paced 
shoot-’em-up. 


m 














by Nintendo 



Link is grown up now and traveling the 
countryside searching for allies to assist 
him in defeating Gannon. Visit different 
town meetings and talk to townspeople 
looking for clues, hints and advice. You'll 
traverse desert, forest, mountains, swamp 
lands and six secret areas in your quest. 
This game, which includes a battery that 
remembers" where you left off, will keep 
you busy with secret tricks, special 
weapons and colorful graphics. 


Dance Aerobics 


by Nintendo 



Utilizing the new Power Pad, Nintendo 
has created a tireless exercise teacher that 
you can use any time you wish. Geared for 
the younger set, you can run through 12 
levels of exercise, with any of the 64 differ¬ 
ent, preprogrammed routines. By following 
the lead of the video instructor, then step¬ 
ping on the matching numbered spots on 
the Pad, you can stay in shape and have 
fun at the same time. 




Characters from the Sesame Street TV 
show, such as Big Bird, Grover and Cookie 
Monster, help young kids learn their basic 
math skills in a pair of games bundled into 
one cartridge. "Astro-Grover" entertains 
while it educates you about the counting 
process. Through music and graphics, "Pals 
Around Town" helps you understand ob¬ 
jects, jobs and how they all interact in 



Organizes, 
Protects Nintendo 8 
Game Paks 
Only ? 5.99 

New from Curtis.. .the Game 
Caddy is licensed by Nintendo® 
for use with the Nintendo Enter¬ 
tainment System® Keep your 
Nintendo® game paks 
organized and easy to find! 
Protects up to 10 game paks. 
#GC-1 Retail...$5.99 
Curtis Game Caddy is 
available at leading national 
retail chains. In Canada: 
Personal Computer Assoc. 

Inc., RO. Box 235, Ajax, ONT, 

LIS 3C3. (416)427-6612 

Call (603) 924-3823 ext. 37 
for the retail location 
nearest you. 
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Bump V Jump 


by Vic Tokai 









Action 


Marble Madness 


by Milton Bradley 



Educational 


Sesame Street ABC.,. 



World Games 
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Silently, beneath the chill 
Atlantic waters, Russia’s 
ultra-secret nuclear submarine, 
the Red October, is heading 
The Americans want her. The Russians want her back. 
The most incredible chase in history is on... 


Dare to conquer other exciting Datasoft adventures. Command a massive 
German battleship in BISMARCK, a deadly North Sea encounter. ALTERNATE 
REALITY—THE DUNGEON invites you to enter the ominous realm of wizards, 
enchantresses, ghouls, and thieves. You can save the world from a deadly 
asteroid in COSMIC RELIEF or, as GLOBAL COMMANDER, prevent the Earth’s 
nations from turning each other into nuclear dust. The challenge is on... 


We Challenge You 

19808 Nordhoff Place 
Chatsworth, California 91311 
(818) 886-5922 


Visit your r 
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ACCLAIM ENTERTAINMENT, INC. 

189 South Street 
Oyster Bey, NY 11771 
(516) 922-2400 


HI-TECH EXPRESSIONS 

584 Broadway 
New York, NY 10012 
(212) 941-1224 
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(415) 391-1494 


TAITO SOFTWARE, INC. 
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TAXAN USA CORPORATION 

368 Montague Expressway 
Milpitas, CA 95035 
(408) 946-3400 


ATARI CORP 

1196 Borregas Avenue 
Sunnyvale, CA 94086 
(408) 745-2000 


BRODERBUND SOFTWARE 

17 Paul Drive 

San Rafael, CA 94903-2101 

(415) 492-3200 


JALECO USA 

5617 W. Howard Street 
Niles, IL 60648 
(312) 647-7077 


KONAMI INC. 

815 Mittel Drive 
Wood Dale, IL 60191 
(312) 595-1443 


CAPCOM USA, INC. 

1283-C Old Mountain View/Alviso Road 
Sunnyvale, CA 94089 
(408) 745-7081 


MEDIAGENIC/ACTIVISION 

3885 Bohannon Drive 
Menlo Park, CA 94025 
(415) 329-0500 


CULTURE BRAIN USA 

Union Bank Plaza 
445 South Figueroa Street 
Suite 2600 

Los Angeles, CA 90017-1630 
(213) 612-7716 


MINDSCAPE 

3444 Dundee Road 
Northbrook, IL 60062 
(312) 480-7667 


NINTENDO OF AMERICA, INC. 


TECMO, INC. 

Victoria Business Park 
18005 S. Adria Maru Lane 
Carson, CA 90746 
(213) 329-5880 


TENGEN, INC. 

1901 McCarthy Blvd. 
Milpitas, CA 95035 
(408) 435-2650 


TRADEWEST. INC. 

P.O. Box 1796 
2400 S. Highway 75 
Corsicana, TX 75110 
(214) 874-2683 


ULTRA SOFTWARE CORPORATION 

240 Gerry Street 
Wood Dale, IL 60191 
(312) 595-2874 


DATAEAST USA, INC. 

470 Needles Drive 
San Jose, CA 95112 
(408) 286-7074 


HAL AMERICA, INC. 

7873 SW Cirrus Drive, 25-F 
Beaverton, OR 97005 
(503) 644-3009 


Redmond, WA 98073-9736 
(206) 882-2040 


SEGA OF AMERICA. INC. 

573 Forbes Blvd. 

South San Francisco, CA 94080 
(415) 742-9300 

SUNSOFT 

Sun Corporation of America 
2250 Elmhurst Road 
Elk Grove Village, IL 60007 
(312) 228-0451 


VIC TOKAI INC. 

Torrance Tech Park 
370 Amapola Avenue 
Suite 104 

Torrance, CA 90501 
(213) 320-1199 
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Great Ice Hockey 















I Aztec Adventure 1 


1 Enduro Racer il 


B uyer S 

by Sega 

[r ] 

GuidE 

By 

ACTION 3 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 2 

MUSIC 3 SOUND 2 

As Nino, it's up to you to search out a 
legendary Aztec paradise. But to get there 
you must make your way through a dan¬ 
gerous labyrinth populated by terrifying de¬ 
mons and monsters. Some of the occupants 
of the labyrinth will become your ally if you 
pay them enough, but that won't guaran¬ 
tee your success. You must keep an eye 
peeled for such special items as Fireballs, 
Water Boots, Dynamite and Tornadoes— 
they may give you just the edge you need 
to destroy the boss demon of each of the 

lit 

ACTION 2 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 2 

Pilot your speeding motorcycle through 
five different scenes, each containing many 
types of treacherous obstacles, including 
jumps, rocks, trees, dirt and, of course, 
other racers. The controls allow you to ac¬ 
celerate, brake, steer and perform a wheel- 
ie; but you'll have to practice these 
manuevers to become proficient enough to 
make good time. And speaking of time, you 
have to complete each race within a cer¬ 
tain period. If you don't make it, you'll be 
disquatmeu and out of the race. 

I F-16 Fighting Falcon | 

1 Fantasy Zone II 1 

I Ghostbusters 

by Sega 

by Sega 

by Sega 

li ” 

l ' l 
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1 1 

ACTION 2 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 2 

ACTION 4 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 2 

ACTION 2 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 3 

MUSIC 3 SOUND 2 

















Ghost House 


Global Defense 


by Sega 



ACTION 4 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 2 

MUSIC 3 SOUND 2 

The priceless family jewels are yours—if 
you can find them. Unfortunately, they’re 
somewhere Inside Count Dracula's man¬ 
sion, and that place is crawling with Mum¬ 
mies, Bats, Fire Blowers and Death himself. 
As you roam the hallways trying to find 
your way around, you’ll have to avoid the 
creatures, as well as hidden traps, flying 
knives, flying arrows, spider webs, pits and 
fires. And all you have to defend yourself 
with are your fists and your knife! 


Hang On and Safari Hunt 


by Sega 



ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 3 


This exciting "combo cartridge" is the 
one that comes with the Sega Master Sys¬ 
tem. In Hang On you must race your motor¬ 
cycle against the other computer-controlled 
contestants. You can accelerate, brake, 
steer and even switch gears. In Safari Hunt 
you'll get a chance to plug in your Light 
Phaser light gun and try to get the best of 
the many leaping, flying and running 
animals. If you hit them, they’ll run away 
with Band-aids on! 



Kenseiden 


by Sega 



ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 3 


It's 16th Century Japan, when sword- 
manship was considered to be one of the 
most necessary of skills. You'll be able to 
put your swordmanship to the test in this 
nonstop battle as you pit yourself against 
a host of creatures, including monkeys, 
bats, armadillos, spiders, deadly skeletons 
and others. 


by Sega 



GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 2 


The earth is under attack! From deep 
space come ten waves of deadly satellites 

around the earth, right in the path of the 
oncoming enemy. Don't get hit and don’t let 
any of the enemy forces past you. Keep 
moving your laser cannon out of danger, 
while at the same time positioning the "fir¬ 
ing cursor" that marks your target. Every 
enemy that gets by you in the offensive half 
of the game will be back to haunt you in 
the defensive half. 


Kung Fu Kid 


by Sega 



ACTION 4 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 2 

MUSIC 2 SOUND 2 


The evil Madanda has killed your Kung 
Fu Master, and now you're out to seek 
retribution. Before you can exact your 
revenge, though, you must make your way 
to the Lion's Castle where Madanda re¬ 
sides. As you kick and jump your way for¬ 
ward, you’ll have to battle not only your 
enemies but also a pressing time limit. 
Make sure you don't overlook the talismans 
that'll give you extra points and powers, as 
well as the jars that ward off fire balls and 
the sweet buns that restore your life force. 
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by Sega 
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by Sega 
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ACTION 3 PLAYABILITY 4 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 4 


ACTION 3 

GRAPHICS 2 
MUSIC 2 
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Rambo First Blood Part II 


Shooting Gallery 


by Sega 



ACTION 3 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 2 

Hollywood comes to Sega in this arcade 
war game based on the famous Rambo 
character. You must penetrate the enemy 
territory in an attempt to reach the con¬ 
centration camps and release the captives. 
Your weapons include an M-16 and five Ar¬ 
row Bombs. But even that well equipped, 
you'll have to fight savagely to survive be¬ 
cause the enemy will be firing back, not 
only with rifles, but with flame-throwers 
and tanks too! The two-player mode allows 
you to take on the six different terrains with 


Teddy Boy 





ACTION 3 PLAYABILITY 3 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 3 


Seven different monsters are up against 
Teddy Boy in this sizzling maze shoot-'em- 
up. As you guide Teddy Boy along with his 
Microgun, you'll run into Blue Masked 
Monsters, Dharman, Oshishi, Imorin and 
others. Unfortunately, shooting the mon¬ 
sters doesn't get rid of them; it only turns 
them into Eyeball Bugs that eat away at 
your timer. To get rid of them completely, 
you'll have to make contact—and that can 
be a difficult proposition if they bounce too 
far away. 



Thunder Blade 


by Sega 



ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 2 


Fly your heavily armed helicopter over 
the tops of buildings and down the city 
streets in this simulated 3-D action game 
based on the arcade hit. Enemy tanks are 
on a constant vigil, prepared to shoot you 
down on sight, and the enemy helicopters 
will attack both singly and in formation, 
forcing you to manuever your helicopter out 
of the way, while frantically firing your 


by Sega 



ACTION 3 PLAYABILITY 4 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 3 

This exciting game requiring the Light 
Phaser light gun has you blasting your way 
through four different shooting gallery 
setups.Firstyoumust hit birds as they fly 
over mountaintops. After that, you gradu¬ 
ate to an aerial balloon-popping contest, a 
maze that has balls rolling through a ser¬ 
ies of tubes, and "TV Terror" where you 
try to shoot spaceships and TVs—but you 
can only hit them when their shields are 


Wonder Boy 


by Sega 



ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 2 


Your girlfriend, Tanya, has been kid¬ 
napped and hidden. It’s up to you as 
Wonder Boy to find and rescue her; but in 
order to do so, you're going to have to 
search through forests, mountains, oceans, 
glaciers, caves and other exotic locales. 
You'll start out on foot and weaponless, but 
if you're lucky, you’ll soon be speeding 
away on a skateboard and throwing axes 
at all your foes which include cobras, 
speckled eggs, flaming skeletons, coal kids 
and many other deadly beings. 
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Zaxxon-3D 




















After Burner 


|Alien Syndrome) 



Yet another Sega arcade translation, Af¬ 
ter Burner has you on a search for the ene¬ 
my's secret plans. The skies will be filled 
with fire as you dogfight your way to vic¬ 
tory. The outcome of the war is all up to 


B uyer S 

t mu ▼ 

GuidE 



Alien spaceships have landed and cap¬ 
tured your friends in this Sega version of 
the arcade original. Unfortunately, the ships 
are about to explode. If you don't get them 
out in time, your friends are destined to be- 


Fantasy Zone ■Fantasy Zone: The MazeBMissile Defense 3-D 



In his original adventure, Opa-Opa enters 
the Fantasy Zone to battle the evil Men- 
ons. Can you help Opa-Opa succeed and 
save the Fantasy Zone from destruction? 
You'll need to collect all the money you can 
on your quest, so keep your eyes peeled. 


This time around Opa-Opa must make his 
way through a series of dangerous Menon 
mazes. Besides the high-quality graphics, 
this game features not only standard one- 
player play, but also a two-player coopera¬ 
tive mode as well. 


Based on the original video hit, Missile 
Defense 3-D offers a whole new dimension 
(literally) to this popular shoot-'em-up. Four 
different locations are under the enemy's 
attack, and you have to shoot down the 
missiles before they reach the cities below. 
You'll need the SegaScope 3-D glasses for 
this one. 


Outrun BPoseiden Wars 3-Dj Space Harrier 3-D 




It's off to submarine adventure in this 3-D 
battle game. Prowl the ocean in search of 
enemy ships, but don’t let them find you 
first. Use your periscope to identify and tar¬ 
get the enemy, then launch your torpedoes 
to finish him off. This game requires the 
SegaScope 3-D glasses. 



The arcade hit Space Harrier returns, 
revamped with 3-D graphics and lots of 
new battle screens for Space Harrier fans 
to take on. This game requires the Sega¬ 
Scope 3-D glasses. 




















Fight Night 


Hardball! 


One on One 





ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC 2 SOUND 3 

Fight Night Is a boxing game In which you 
challenge up to five different, computer- 
controlled boxers, each one with its Dwn 
separate cartoon-like personality. But this 
isn't just another arcade boxing game; it 
also allows you to construct your own box¬ 
ing characters (computer or human- 
controlled) and save them to disk with an 
XE disk drive. You then test out your new¬ 
ly created boxers by putting them through 
training and sparring. Finally, you and a 
friend can line up all of your boxers for 
fighting in the main tournament. 



ACTION 2 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 3 

MUSIC 3 SOUND 2 

This is a baseball game where you not only 
get to bat, pitch, and play all fields of the 
game but also manage aspects of your team 
as well. You play Hardball! mostly on the 
pitcher/batter screen, which shows the 
scene from behind the pitcher. Different 
pitcnes ana Datung positions are easily 
chosen from on-screen menus. Right and 
left sides of the game field, with the out¬ 
field and infield, appear whenever the ball 
is in play. Designated hitters may be chos¬ 
en, and other players can be exchanged or 
substituted. 


by Atari 



ACTION 3 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC N SOUND 2 

You and a friend (or the computer) play 
basketball one on one, each assuming the 
role of NBA stars Julius Erving or Larry Bird. 
You may select from different game varia¬ 
tions in scoring, game difficulty and other 
rules. The computer even programs the 
strengths and weaknesses of the real-life 
Bird and Erving into your player as you play. 
When your player becomes too weak from 
exhaustion, you must call "timeout" to al¬ 
low him to rest for a moment. Other nice 
touches in One on One include shattering 
backboards and instant replays. 













Archon 


Ballblazer 


by Atari 



ACTION 4 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 4 

MUSIC 4 SOUND 3 

In Archon unicorns, knights, and other mys¬ 
tical beings make up the "light" side, while 
hideous monsters such as trolls and dra¬ 
gons comprise the "dark" side. Both sides, 
either human or computer-controlled, fight 
for control of the realm. You do this by mov¬ 
ing your icons (playing pieces! to destroy 
all of your opponents or taking over the five 
"power points"—squares with blinking cir¬ 
cles. When two opposing icons occupy the 
same square, they battle one another on 
a separate game screen to rightfully gain 
control of that square. 



by Atari 



ACTION 3 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 3 

MUSIC 4 SOUND 3 

Ballblazer is a futuristic version of soccer, 
where you play on a checkered field and 
move about in a rotofoil—a Hovercraft-type 
vehicle. In place of a soccer ball, you catch 
and shoot a glowing "plasmorb." Catching 
the plasmorb is as simple as running into 
it. And you shoot it into your goal for points 
while your opponent—friend or com¬ 
puter-tries to do the same. The two of you 
must fight for possession of the plasmorb 
by trying to ram it off each other’s force 
field. Both players'field of view are shown 
on the horizontally split screen. 


Barnyard Blaster 





ACTION 2 PLAYABILITY 4 

GRAPHICS 3 STRATEGY 2 

MUSIC 1 SOUND 3 

You and Gramps get to shoot up the farm 
in this game requiring the XG-1 .light gun. 
As you both sit back for some country 
relaxation, critters begin to infest your new 
investment. Determined to have peace and 
quiet, you strap on your gun and blast them 
away through three different screens: the 
barnyard, cornfield, and barn. As a breather, 
Gramps tosses bottles spinning into the air 
for you to shoot to earn bonus points. To 
continue playing, you must score a certain 
accuracy percentage when you complete 


Battlezone 


by Atari 



ACTION 2 PLAYABILITY 2 

GRAPHICS 1 STRATEGY 2 

MUSIC N SOUND 2 

In the near-future, it's your job to save the 
world from a vicious fleet of killer tanks 
that are programmed to destroy the world. 
You do so by hunting the enemy down on 
radar and blasting them to pieces with your 
vintage military tank. In addition to the nor¬ 
mal, conventional enemy tanks, there are 
faster-moving supertanks and missiles that 
you must destroy as well. Saucers sent out 
to distract you during gameplay hover 
across the three-dimensional battlefield, 
tempting you to shoot them for bonus 


Blue Max 


by Atari 



ACTION 3 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 2 

MUSIC 3 SOUND 3 

You're the World War I flying ace, Blue 
Max, and your mission is to destroy the 
enemy headquarters located near the end 
of a river. The game is played from a three- 
dimensional angle perspective, allowing you 
to move your biplane up and down as well 
as forward, back, right and left. As you fly 
along the river, enemy planes fly by and try 
to shoot you down. Avoiding gunfire from 
the ground, you must also bomb enemy 
boats, tanks, and bridges. To refuel and 
reload your bombs, ally air bases are placed 
throughout the game. 













Bug Hunt 


David's Midnight Magic 


by Atari 



ACTION 4 PLAYABILITY 2 

GRAPHICS 3 STRATEGY 2 

MUSIC N SOUND 3 

You're an Atari game designer who must 
literally "debug" a circuit board. Bugs of 
different shapes and sizes suddenly appear 
on your circuit, and you have to blast them 
with your XG-1 light gun before they dis¬ 
appear. In order to advance to the next lev¬ 
el, the present screen has to be completed 
with a certain percentage of bugs hit. Upon 
completion of a game, you're ranked any¬ 
where from as low as a "C.E.O." to a 
"Troubleshooter." Quick reflexes and ac¬ 
curate shooting are needed in order to play 
Bug Hunt well. 


Flight Simulator II 


by Atari 



ACTION 2 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 3 

MUSIC N SOUND 2 

This is really not a game but.. .well.. a 
flight simulator, just as its name implies. 
You fly at the simulated instrument control 
panel of a Piper PA-28-181 Archer II, which 
performs much like a real airplane. Cloud 
cover, turbulence, and other hindrances are 
included to give you the feel of real flying. 
But the best part of the simulator is the 
topographical features that can be seen: the 
Sears Tower, the Statue of Liberty, Mt. 
Ranier, and plenty of others. And with an 
XE disk drive, you can load up scenery disks 
and fly to places as remote as Japan. 



ACTION 3 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 2 

MUSIC 2 SOUND 3 


In Food Fight you play Charley, a kid who 
loves to eat. You move Charley from the 
right side of the screen to the melting ice 
cream cone on the left side, so that he can 
devour it. However, four chefs are out to 
thwart your binge. They rise from manholes 
and try to stop you from winning your just 
desserts by touching you or flinging food 
at you. But you in turn can do the same 
to them by grabbing watermelon slices, 
bananas and other foods. As always, game 
play becomes progressively difficult as 
more screens are completed. 


by Atari 



ACTION 2 PLAYABILITY 3 

GRAPHICS 3 STRATEGY 2 

MUSIC N SOUND 4 

Pinball is, of course, the predecessor to 
modern-day video games. Now, all of the 
fun and excitement of pinball has been 
computerized on the XE Game System un¬ 
der the name David's Midnight Magic. 
You'll find the standard layout of a conven¬ 
tional pinball machine here—bumpers, tar¬ 
gets, rollovers, kickers, and gutters. And 
there are also ball collectors, an extra pair 
of flippers, magic-save magnets, and a host 
of other features that make this simulation 
better than real pinball. You can even "tilt" 
this game! 


Gato 


by Atari 

[ 

ACTION 3 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 4 

MUSIC N SOUND 2 

The year is 1943, and you're in command 
of a GATO-class submarine in deep Pacific 
waters. Upon receiving your mission in a 
coded message, you move out with your 
sub—either diving or cruising above the 
water's surface—and destroy an enemy 
convoy by launching torpedoes. You might 
also be assigned to rescuing an allied force 
stranded on an island or resupplying a spot¬ 
ter. But whatever the mission, you must do 
it quickly with only the supplies you carry 
on each patrol. With an XE disk drive, each 
mission is saved to disk. 


















Lode Runner 


Necromancer 


by Atari 



ACTION 3 PLAYABILITY 2 

GRAPHICS 2 STRATEGY 3 

MUSIC N SOUND 2 

In Lode Runner you are a Galactic Comman¬ 
do who has discovered the power-hungry 
Bungeling Empire's underground treasure 
hoard of gold. As Bungeling guards try to 
catch you, you must infiltrate all 150 sub¬ 
terranean levels and recover every piece 
of gold. Your only weapon is a laser drill, 
which drills pits through brick floors to trap 
guards or provide an escape channel for 
your player. You can also construct your 
own screens with the built-in game board 
editor. Custom-made screens may then be 
saved to disk with an XE disk drive. 


Rescue on Fractalus 


by Atari 



ACTION 4 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 4 

MUSIC 4 SOUND 3 

As a highly-trained air pilot, your mission 
is simple: rescue the Ethercorps space pi¬ 
lots stranded on Fractalus, an inhospitable 
planet of craggy mountains and canyons. 
Fractalus is an enemy Jaggi outpost armed 
with gun emplacements and kamikaze 
saucers. Also, the planet's atmosphere is 
made up of cyanitric acid, and the sun rises 
and sets every nine minutes. You must res¬ 
cue downed pilots by landing your Valkyrie 
fighter, shutting off systems, and opening 
the air lock. A word of advice: be especial¬ 
ly careful of who you pick up. 


by Atari 



ACTION 3 PLAYABILITY 3 

GRAPHICS 4 STRATEGY 3 

MUSIC 3 SOUND 3 

You are llluminar, a sorcerer of good who 
is the only one strong enough to challenge 
the evil Necromancer, Tetragorn. But be¬ 
fore you can face off, you have to progress 
through two screens. In the first you need 
to grow as many trees as possible with 
your Wisp, a sparkling ring, as ogres try 
to club them down. As you advance to the 
vaults, you must destroy spider larvae be¬ 
fore they hatch. And in Tetragorn's lair, the 
Necromancer himself appears and can only 
be defeated by quickly pushing over head¬ 
stones while avoiding his fire. 


Star Raiders II 


by Atari 



ACTION 3 PLAYABILITY 4 

GRAPHICS 4 STRATEGY 3 

MUSIC 3 SOUND 3 

Star Raiders II is the sequel to a classic 
Atari computer game. Just as in the origi¬ 
nal, the Zylon empire has returned to try 
to conquer your solar system once again. 
Equipped with a powerful starfighter, you 
battle their fleets of fighters and destroy¬ 
ers to defend your star bases and cities. 
But Star Raiders II is also an offensive 
game. In order to stop more enemy fleets 
from entering your system, you must warp 
to the Zylon's solar system and bomb their 
cities. Fast action, challenging game play 
and colorful graphics are guaranteed. 
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Nintendo machine at our house, 
the most popular game is, 
without a doubt Contra by Kona- 
mi. It’s funny because there isn't 
really anything extraordinarily 
new or unique about Contra, but 
the mixture of action and sus¬ 
pense is so perfect that it holds 


Contra's scenario is also noth¬ 
ing new: You run and leap over 
the jagged battlefield terrain, 
blasting enemy warriors and 
missile-firing targets. In this 
case, you are trying to stop the 
Red Falcon—an alien with a vi¬ 
cious streak—from his efforts to 
take over the world. This crea¬ 
ture has littered the jungle with 
hundreds of well-trained soldi¬ 
ers, ail of which are trying hard 
to keep you from completing 
your dedicated mission. 

At the start, you are dropped 
into the thick of the battle with 
just a simple machine gun as 
your weapon. As you go farther 
on, though, there are some tar¬ 
gets that, when hit, reward you 
with one of seven special bonus 
symbols. Depending on the type 
of icon, your abilities to compete 
against the opponent are great¬ 
ly enhanced. For example, an 
"S" symbol (the most power¬ 
ful weapon you can acquire) 
changes your single-shot rifle 
into one with fanning shots— 
very helpful in gaining further 


Contra 

K o n a m i 

Version: Nintendo Entertainment Game System ($39.95) 


passage into the war zone. 
These bonuses are generally 
available in all levels, except for 
some scarce but powerful prizes 
like the "B" symbol which offers 
you temporary invincibility. 

As you pass from level to lev¬ 
el (there are eight of them), 
you're treated to different per¬ 
spectives. For example, the first- 
level, the Jungle, is a scrolling, 
shooting match that pushes you 
from left to right. When you get 
to the second level, called Base 
1, it's in simulated 3-D, and you 

screen—a definite change in 
strategy and maneuvering. The 
third scene, the Waterfall, takes 
you from the bottom of the 
screen and scrolls upwards from 
there. This variety is another 
reason Contra doesn't strain your 
attention span, and, most of all, 
tests your ability to adapt to a 
changing environment. 

Arcade lovers should note that 
Contra requires unflagging effort 
on your part if you wish to suc¬ 
ceed. As if getting by all of the 
jumping and shooting soldiers 
wasn't hard enough, each level 
ends with a "sensor," a device 
that notifies the Falcon of your 
progress. Each of the obstacles 
throws everything but the kitch¬ 
en sink at you, and is very hard 
to get past. And when you do 
make it to the next scene, you'll 
face a new set of challenges. 

The most fun, though it is 


quite a bit of work to coordinate, 
comes from playing a coopera¬ 
tive game with another player. 
Each player has an on-screen 
character to take control of—but 
thankfully you can't kill each 
other with your guns. It took my 
nephew and I a few hours to 
complete the entire contest, and 
even with his help, the ordeal 
was an edge-of-the-seat affair. It 
would be much more difficult for 
a single player to finish the 
scenario. 

There are many games com¬ 
ing out for the NES system, with 
the count to hit 100 very soon. 
This means that when you go to 
the store to pick up a new title, 
you need to wade through a 
great many boxes to find one 
that strikes your fancy. If you are 
an avid arcade-game lover. Con¬ 
tra comes highly recommended. 

Secret hint: Contra normally 
provides you with three com¬ 
mandos to start, but there is a 
little-known method of popping 
that beginning troop count up to 
30! Here's what you have to do: 

When you power up the 
game, you’ll have a few seconds 
of title screen and music before 
the game goes into its demo 
mode. You'll have to work quick¬ 
ly, but during this time, hit the 
Select button, and then move the 
controller in the following direc¬ 
tions: up, up, down, down, left, 
right, left, right. Before the mus¬ 
ic finishes, hit the B button, fol¬ 


lowed by the A button, and then 
the Start button. If everything 
goes correctly, you’ll see the 
number 30 next to the REST ti¬ 
tle (before the game starts), 
which is how many men you 
have to work with. Don’t get dis¬ 
couraged if that doesn't happen: 
the game is picky about how you 
do it. If the combination doesn't 
work, just hit the Reset button 
and try again. 

If you are competing with two 
players, you can follow the same 
pattern to get each player start¬ 
ed with 30 guys, but before you 
hit the Start button to get the 
game going, push the Select but¬ 
ton one more time to choose the 
"2 PLAYERS" selection. Each 
player should show a REST to¬ 
tal of 30. 

Konami has Contra pro¬ 
grammed to allow three con¬ 
tinues from the beginning of the 
last level you were working on, 
before it makes you start entirely 
over again. The best part of this 
bonus is that each time you 
choose to continue, you'll start 
with 30 new men, without hav¬ 
ing to go through the above 
procedure again. This means 
that you have the opportunity to 
finish the contest using 90 men! 

-by Andy Eddy 

Konami Inc. 

815 Mitter Drive 
Wood Dale, IL 60191 
1-800-222-6980 
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Nintendo Strategy Guide 
Blaster Master 

by SunSoft 
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Archon Strategies and Tips 

Atari XE Game System 


A rchon is best described as a 
# 1 for the right to occupy a squai 



playing the computer, di 
goblins or knights—you'll just De wasnng a um 
You should move a goblin or knight only to avoid 
a confrontation with one of the computer's icons. 
When two people play, both players should quick- 


Dragon (Dark) and djinni (Light): The Dark side's 

one dragon and the Light's '- 1 

suited for offensive p- 


flamed, it takes a frustratingly long tim 
of your opponent's icons with the 
Banshee (Dark): Functioning sii 


you're playing the Dark side, use your banshees 
to destroy knights on light-colored squares. 

Shapeshifter (Dark): The one shapeshifter on the 
Dark side is in a class all its own. It's equal to any 
one of the Light's' 


on find yourself without an^ 
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The Game Doctor Answers Your Questions: 


WYs become standard procedure 
B on my first appearance in a 
■mew magazine to tackle certain 
"most asked" questions. So let's get 
that out of the way before moving 
on to other questions. 

Qr Are most video and computer 
games designed In the United 
States, the Far East or Europe? 

A: Up until the mid-'80s, virtually 
all the computer entertainment soft¬ 
ware sold In the U.S. was also 
produced here, with only token 
representation by the British and 
almost nothing by the Japanese. 
Even computer versions of Nip¬ 
ponese coin-ops were rolled over 
by U.S. programming houses. 

The small amount of British soft¬ 
ware that crossed the Atlantic was 
relegated almost exclusively to the 
discount bins. While not necessari¬ 
ly poor games, the early-'80s U.K. 
product was, at best, utterly 

The latest video-game explosion 
brought an influx of Japanese 
games to the American market¬ 
place. European design and 
programming standards have ma¬ 
tured, meanwhile, to the point 
where British and French design 
groups are now producing many ot 
our biggest hits. 

Some of the more recognizable ti¬ 
tles produced by European game 
creators include: Bubble Ghost and 
Captain Blood from Infogrames of 
France, The Pawn by Magnetic 


by The Game Doctor 


Scrolls, U.K., Audiogenic Software 
Ltd.'s Blockbuster, Plasmatron from 
The Zen Room, Winter Challenge 
by Tynesoft, I. Bell/D. Brcrben's Elite, 
Into the Eagle's Nest courtesy Pan¬ 
dora Software and many, many 

Not only are foreigners producing 
a lot of the software we play, but the 
reverse is also true: Europe and 
Japan have developed into strong 
secondary markets for software 
made in the U.S.A. Pre-production 
sale of foreign rights often provide 
American publishers with the cap¬ 
ital to finance the creation of the 

&: Whatever happened to text 
adventures? 

A: Like vaudeville, silent movies 
and radio drama, text adventures 
have become a creative dead 
end, a game format that is no 
longer viable because its audience 
has moved on to new less demand¬ 
ing forms of interactive entertain- 

Much as people talk about the 
Jay of "using your imagination," 
most folks would just as soon see a 
character as read a description of 
them, no matter how deft and 
evocative the prose used in the 
summation. 

Although there has always been 
an audience for text adventures, 
many more potential users were 
either turned off or intimidated by 
the genre's intrinsic limitations, 
Much of the user's puzzle-solving 


energy is spent guessing exact 
words and phrases envisioned by 
the game's writer. 

Alternative interfaces, many us¬ 
ing menus and/or object-oriented 
systems have opened up the ad¬ 
venture genre to a wider audience. 

& I’m familiar with the previous 
attempts at 3-D video games and 
am wondering why Sega’s system 
is so much better? Also, why 
doesn’t the Sega system use stan¬ 
dard 3-D glasses? 

A: Sega doesn't use the tradition¬ 
al system of a red lens and a blue 
lens, which act as filters on most 3-D 
systems. Instead, Sega uses a "shut¬ 
ter" system which opens and closes 
the lenses of the 3-D glasses at high 
speeds in synch with the on-screen 
action, producing a remarkable il¬ 
lusion of depth. This is also why the 
Sega glasses are so cumbersome 
and must be plugged directly into 
the console. 

a: Will any new computers with 
game-playing potential be In¬ 
troduced In 1989? 

A: The home-computer market is 
still adjusting to the entrance of the 
Atari ST, Commodore Amiga, Ap¬ 
ple GS and the MS-DOS machines 
onto the home scene, all within the 
last tew years. 

Apple is likely to lower the prices 
on its GS and Mac n (the color 
Macintosh), however, and will in¬ 
troduce an upgrade which gives 
standard Macs color display and 
some Mac n-style features, but that's 
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about as close to a new system as 
we're likely to get! 

Gt: How do I take advantage of 
the various ‘ ‘online’ ’ sendees sup¬ 
posedly available to computer 

A: You need a couple of things 
besides the computer, disk drive 
and monitor itself. You need a mod- 

in the services of your choice (the 
most popular being DELPHI, QLink, 
CompuServe and The Source). 
While QLink provides terminal soft¬ 
ware as part of the membership, 
most such services require the user 
to have some sort of telecommuni¬ 
cations software. 

Finally, you need a telephone 
compatible with telecommunica¬ 
tions. The best phones for this are 
the old-fashioned AT8fT touch-tone 
carriage model. Phones with the ro¬ 
tary or button dial in the receiver 
will not work in some cases. 

& Why do versions of the same 
game vary so much In quality from 
one computer to another? 

A: There are several reasons, 
most of them pretty obvious. For one 
thing, different computers have 
different strengths and weaknesses. 
The Apple H series, for example, 
doesn't have "sprite" generating 
capability, which handicaps all at¬ 
tempts as quality graphics, The 
Atari ST, although a powerful 16-bit 
computer, has an awful sound 
chip. 

The other big reason is that differ¬ 
ent programming groups often 
produce the various system "rol¬ 
lovers" of a game. So, while the 
group producing the C64 version of 
a game might be top notch, the 
people turning out the MS-DOS ver¬ 
sion may have been asleep at the 

6h Do video games hurt TVs? Do 
they hurt your eyes? Are they ad¬ 
dictive? 

A: Video games don't hurt TVs, in 
general, though there are some in¬ 
dividual games which are not 


recommended for play on certain 
large-screen projection-beam sets. 
The notion that video games are 
harmful to television sets stems from 
the fact that the earliest ball-and- 
paddle games did not always fea¬ 
ture proper shielding, and that in¬ 
famous dotted vertical line 

print down the front of TV screens 
when it burned out the tube's 
phosphors. 

There is no evidence to indicate 
that video games are harmful to 
human eyes. Of course, staring fix¬ 
edly into a bright screen for exces¬ 
sive lengths of time isn't good for 
anyone. In fact, there have been 
several attempts around the coun¬ 
try to have strict regulations im¬ 
posed on employers who use CDTs 
(Computer Display Terminals). A 
Long Island community was poised 
to adapt strict legislation in the 
wake of a report indicating that 
workers who spent extended peri¬ 
ods at CDTS suffered from after¬ 
effects (the law was not passed, 
however, for fear it would drive out 
business). 

What the tests did not prove, 
however, was that these ill-effects 
were caused by the CDT. Several 
alternative theories have been sug¬ 
gested (including the possibility that 
computers are so efficient that wor¬ 
kers don't have to move very much, 
therefore suffer from this lack of mo¬ 
bility). Research into this area has 
yet to reach significant conclusions. 

To be safe, don't play video 
games in a dark room, since this 
strains the eyes. Otherwise, there is 
nothing to indicate any danger 
from recreational contact with 
video games. Electronic games 
have, in fact, been used in the 
treatment of diseases such as 
dyslexia. 

As for video games being addic¬ 
tive, it's true that some compulsive 
personality types do spend un¬ 
healthy amounts of time playing 
video games. The same can be 


said, however, of TV, movies, base¬ 
ball cards and dozens of other 
ctivities. 

it least prefer- 
id movies in that they 
e entertainment and 
3 the excessively 
or we in the pseudo- 
inrefertoas"sofa 



spud syndrome." 

Gl: Who invented video games? 

A: We've got to go with Ralph 
Baer as the man who first con¬ 
ceived the idea of an electronic en¬ 
tertainment medium which could 
exploit the vast number of TV sets 
in operation. 

Baer's company, Sanders Associ¬ 
ates, working for Magnavox, deve¬ 
loped the video-game system 
released in 1971 as the Odyssey. In 
fact, one of the games he deve¬ 
loped for his "programmable 
video-game system" was a video 
Ping-Pong simulation that used a 
dotted line for a net and a pair of 
moveable rectangles as paddles. 
Atari subsequently paid approxi¬ 
mately one million dollars in settle¬ 
ment when Magnavox took them 
to court after Nolan Bushnell 


released "Pong." 

The original Odyssey was quite a 
sight by today's standards. The con¬ 
sole was not especially large, but 
the controllers (with two paddle 
nobs and an "English" switch) 
looked like a clock radio and were 
connected to the CPU by what 
looked like coaxial cables. Since 
the system could not generate 
background graphics, Magnavox 
included a series of plastic overlays 
to tape to the TV screen. 

The Odyssey was a dismal failure 
due to Magnavox' poor marketing, 
but its place in video-game history 
is secure. Take a bow, Mr. Baer! 


Got a question for the Game Doc¬ 
tor? Send it to: THE GAME DOCTOR, 
P.O. Box 020541, Brooklyn, NY 
11202-0012. I'll do my best to answer 
it! See you next issue. 
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64 c at night. A b 
and free demonsTranon 
are available from CSW by 
calling 1-800-321-5562. 

-Bill Kunkel & Arnie Katz 


Facts and predictions 

Not all football fans want 
to play simulated games, 
Some fans are more In¬ 
terested in statistics and 
projections, evaluating and 
analyzing past perfor¬ 
mance and using that 
data to estimate future 
or failure. For those 
fans, we suggest Intracorp 
lnc.'s Pro Football Facts & 
Predictions, a fascinating 
gridiron database that en¬ 
compasses the last four 
years of pigskin stats for 
every team in pro football. 

Football bettors and stat 
mavens alike should get 
tremendous mileage out 
of this program, which 
everything from 
and records 
(won/lost, against the line, 
etc.) to player match-ups. 

The program is designed 
to be user friendly and 
computer neophytes 
will be rattling off statistical 
probabilities and results 
within minutes of booting 

Pro Football Facts & 
Predictions is currently 
available for the Commo¬ 
dore 64/128 and IBM PC 
and compatibles. 
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by Arnie Katz 


ss School’s 


Di . 

■ 26-year-old Californian ha: 

i middle manager would envy. His m 

video-game player to 
the president of his own softw 
video- and computer-game bu 
Like many of today’s top designers, Brian Fargo avidly played elec¬ 


tronic games before he began to design new ones for the rest of us. 
The Atari 2600 became his favorite pastime when he was in junior 
high school in the late 1970s. 

Of course, he couldn’t stay happy with just playing other people’s 
games for long. Right from the start, he wanted to get in on the ac¬ 
tion. “When I was in the eighth grade, I would sneak over to the 
high school,” he says. “They had a PDP-11, I think it was.” He 
pauses, savoring the memory of those forbidden after-school sessions 



taking on jobs like Crater Raider for the VIC-20. 

Brian also did an IBM version of Demon Forge, but the timing was 
>ne explosion didn’t make MS-DOS machines the 


ns & Dragons .” The two would ev 
th both of these interests £ 
ile” series of fantasy role-playing ad 

an Apple II home computer gave Brian 

>st $2,000 at the time,” he recalls ruefully. “I taught 
gram from books. First I wrote code in BASIC, and 


finished.” Several yes 
by Activision. 

It was roughly five years ago, November 1983, that Brian foi 


by actually doing it,” 
for World 



> the home computer \ 

“We put it in baggies and sold it through computer stores in the area. ’ ’ 

The exact sales figures have disappeared into the mists of history, 
but it is a safe bet that there weren’t many of those little disk-laden 
bags. This prose fantasy quest would be an unusual collector’s item 

Many would-be publishers pursued the same entry-level 
back in those relatively simple years of the early 1980s, bu 

Fargo issued his second product under his own Saber Software brand 
l ’s Forge also came in a plastic bag, but that 


Borrowed Time (Activision), written by Subway Software for Bri¬ 
an’s revised and improved illustrated adventuring system, cast the play¬ 
er as Sam Harlow, a hardboiled 1930s private eye as quick with a 
quip as he is with a gun. The convoluted plot and atrocious packag¬ 
ing kept sales from reaching the best-seller level, but Borrowed Time 
has become a “cult classic” of sorts, still played and discussed by 

Perhaps more importantly, it demonstrated Fargo’s intention of mov¬ 
ing away from parser-driven systems. Although the computerist could 
type in orders, Borrowed Time included an on-screen menu of the 
allowed players to go for 
keyboard. The simple, in- 
become an Interplay trademark on such 
games as the Bard’s Tale and Wasteland (Electronic Arts). 

“Wizardry (Sir-Tech) was out there, of course, but The Bard's Tale 
was mostly inspired by Dungeons & Dragons,” says Fargo of the 
genesis of his most celebrated creation. “In the back of the D&D 



The game brought him 
the notice of a quartet of Stanford University graduates 
out Saber Software and set up Boone Corporation, a 
programming hous< ~ 


“In the first, you have 



deadlines, but we always do more than expected. ” Push¬ 
ing the limits of computerized fantasy role-playing was a prime moti- 
in the development of The Bard’s Tale. 

Fargo points to the colorful, animated graphics as the most per¬ 
sonally satisfying aspect of the adventure. “We animated everything 
• ’' ly screen. ’ ’ The variety of monsters, each with its own 

another source of pride. 

designers seldom experience total victory in their struggle 
to make it larger, but 
ve the system through 
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ENCOUNTER HIGH 
SPEED ACTION IN 
AN INTELLIGENT 
GAME OF TACTICAL 
WARFARE. 



R 


THE TIME: The 22nd Century. 
THE PLACE: 64 islands in the 
Southern Qcean. 

M: A worldwide en- 


THE MISSION: Gain control of 
the islands, set up centers to mine, 
recycle and produce materials to 
form a large network of power 

JUST ONE MORE PROBLEM: 

Enemy terrorists are destroying 
the islands.. .one by one. 


FAST-PACED ARCADE AC¬ 
TION: You are in control of up to 
4 aircraft and 4 amphibious vehi¬ 
cles simultaneously. Capture 
enemy islands and destroy its 
forces. 

STRATEGIC TACTICAL WAR¬ 
FARE: Conduct war maneuvers in 
a huge territory that includes over 
BO islands. Protect your ship with 
defense drones and 360-degree 
turret mounted laser cannon with 
telephoto tracking. 
SENSATIONAL GRAPHICS: 
Three-dimensional solid filled 
graphics, smooth scrolling, fabu¬ 
lous sound and special effects. 
ADDICTIVE, HOURS OF PLAY: 
Your choice of action game or 
strategy game, plus save-game op- 
tion provides hours and hours of ex¬ 
traordinary adventure! 



415/322-0900 
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Three Stooges 

CinemaWare 

Versions: Amiga ($49.95), Commodore 64 ($34.95), IBM PC ($49.95) 


L ittle kids laugh at their 
cartoon-like antics, but the 
Three Stooges hold a spe¬ 
cial fascination for many other¬ 
wise sane adults because of 
their irreverence. Watching the 
slapstick squad puncture the 
pompous is catharsis. We can’t 
tell off the teacher or the boss, 
but Larry, Moe and Curly do it 
for us, in their short subjects and 
feature films. 

From the moment the first im¬ 
age appears on the monitor, it is 
clear that CinemaWare has 
preserved that spirit of irrever¬ 
ence in Three Stooges. The de¬ 
sign team, led by Robert and 
Phyllis Jacob and John Cutter, 
has created an electronic board 
game that is positively guaran¬ 
teed to thrill anyone who has 
ever said, "Nyuk, nyuk, nyuk!" 

After an introduction so fun¬ 
ny that it would rob players of 
a treat if described here. Three 
Stooges settles down to a story 
about the attempt by the trio to 
earn enough money in a month 
to save Ma's Orphanage. If they 
don't get the dough, Skin and 
Flint Finance Corp. will evict the 
children—and Ma's three sexy 
daughters won't show the boys 
their gratitude. 

The player moves the boys 
along the main street of Stooge- 
ville, which is sectioned into 
areas. It’s a one-way thorough¬ 
fare, so missed opportunities are 
gone forever. 
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The movement system utilizes 
a window above Moe's head 
with icons for each of the next 
six spaces. Moe’s hand moves 
from square to square until the 
gamer stops it or time runs out. 
The Three Stooges immediately 
go to the square represented by 
the icon Moe's finger picks. The 
gamer then follows the on¬ 
screen instructions which ap¬ 
pear when the boys get there. 

'Trivia" squares help or hinder, 
depending on the computerist's 
knowledge of Three Stooges 
lore. An excellent article in the 
written documentation gives us 
nonexperts the facts needed to 
breeze through the questions. 
Squares marked "Money" yield 
a quick-cash windfall, while 
landing on "Chance" may bring 
a bonus or penalty. 


lite to point. If Moe picks a space 
containing a mousetrap, the play¬ 
er loses a precious day-turn and 
must return to the icon window 
to pick a new destination. With 
appropriate gruesomeness, Moe 

picks a mousetrap. If he runs out 
of digits, the game ends. 

"The Slapping Game" can im¬ 
prove the odds of picking a good 
landing space. If Moe pounds 
enough sense into his brothers, 
the hand slows down in the 
movement phase. The skilled 
player should make mastery of 
'The Slapping Game" the top pri¬ 
ority. It's much easier to plan 

aren't zipping from square to 


There's an action game for each 
job, and the player's earnings de¬ 
pend on how well the Stooges 
perform. 

The graphics are fabulous. Tim 
Skelly’s backgrounds of Stooge- 
ville are only slightly less mar¬ 
velous than the expressive 
animation of the three heroes. 

Like all CinemaWare titles. 
Three Stooges is something 
computerists will use to show 
friends what their machine can 
really do. The sound track, like 
the graphics, is first-rate. 

Three Stooges shares its sole 
weakness with 1987's block¬ 
buster, Defender of the Crown. 
The individual action games are 
not as engaging as the overall 
structure of the game. Three 
Stooges is much better than 
Defender of the Crown in this 
regard, but there's still room for 
improvement. 

Bob Jacob, CinemaWare's 
guiding light, always says that 
his games aim to provide the 
computerist with an enjoyable 
interactive experience. There is 
no question that Three Stooges 
succeeds admirably in this regard. 
It is, quite simply, one of the 
year's outstanding computer en¬ 
tertainment products. And doesn't 
everyone need at least a little ir¬ 
reverence? — Arnie Katz 

CinemaWare 

4165 Thousand Oaks Blvd. 
Westlake Village. CA 91362 


offer jobs. (805) 495-6551 
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Blockbuster 

Mindscape 


Versions: Amiga ($39.95), Atari ST ($39.95), Commodore 64 ($29.95), IBM PC ($34.95) 



R emember Breakout! This 
Atari game challenged 
players in the early 70s 
to clear away a series of multi¬ 
colored brick walls with a pad¬ 
dle and a bouncing ball, and it 
was the most successful of all 
the second-generation ball-and- 
paddle games. The ensuing 
years saw few attempts at up¬ 
dating this classic idea because 
the copyright to the ball-and- 
paddle play mechanic was care¬ 
fully protected. 

There was a breakthrough 
last year, however, when Tai- 
to's Arkanoid hit the coin-op ar¬ 
cades with several significant 
improvements on the wall¬ 
bashing theme. Sound and 
graphics were brought up to 
state-of-the-art levels. Next, a 
strategic dimension was added 
to the basic game by placing 
power icons inside certain 
bricks. An icon is released when 
one of these bricks is destroyed, 
and the player gets its power by 
catching the falling symbol. 
These special abilities slow the 
ball, turn one ball into three, or 
transform the paddle into a 
machine gun that fires brick- 
busting bullets. Arkanoid also 
introduced free-floating bombs; 
extra obstacles which periodi¬ 
cally redirect the path of the 
ball. This keeps the game from 
falling into the ball-and-paddle 
version of gridlock, when the 
screen is nearly clear of bricks 


into contact with the remaining 

Arkanoid has only reached 
the home market in video-game 
form (for the Nintendo Enter¬ 
tainment System), but take 
heart, dear friends, for there's 
actually something even better 
available now for home com¬ 
puters! Blockbuster (designed 
by Audiogenic Software Ltd.) 
takes Arkanoid's innovations 
and adds a strategic wrinkle of 
its own: Icons are standardized 
and a menu is used to select 
powers or "weapons." 

The first time an icon is 
caught, the initial weapon on 
the menu (which slows the ball) 
is highlighted. The player can 
engage that weapon at any time 


as long as it remains highlight¬ 
ed, which it does until a second 
icon is captured. The second 
weapon (which magnetizes the 
paddle or bat) is then highlight¬ 
ed. This process continues un¬ 
til the ninth weapon. This 
throws a forcefield around the 
ball that cuts through bricks like 
a hot knife through butter. Un¬ 
spent icons are cashed in for 
points at the completion of ev¬ 
ery playscreen. 

The addition of the weapons 
menu makes Blockbuster at 
once simpler and more interest¬ 
ing than Arkanoid. For one 
thing, the player doesn't have to 
memorize nine different icons in 
order to identify which one they 
have just liberated from a brick. 
Strategically, it allows the play¬ 
er to select or work toward a 


specific power, rather than be¬ 
ing dependent on the random 
appearance of the desired 
weapon. Blockbuster also in¬ 
cludes floating "aliens ."which 
serve the same purpose as the 
bombs in Arkanoid. There are 
invisible and multi-hit bricks, 
and additional weapons such as 
Missiles (each destroys a ver¬ 
tical row of bricks). Smart Bomb 
(removes all on-screen aliens), 
Torch (lights up invisible bricks) 
and Wide (enlarges the bat). Ev¬ 
ery ten screens, the player is 
awarded a password which al¬ 
lows him to skip over the van¬ 
quished playfields in subsequent 
plays. 

The best versions of Block¬ 
buster are the Amiga and Atari 
ST, where the game's audio and 
visual potential are fully real¬ 
ized. These versions are also 
enhanced by mouse-play which 
is far preferable to a joystick. 
The Commodore 64 rollover is 
rather disappointing, with its 
washed-out colors and awk¬ 
ward joystick control. The IBM 
PC/Tandy 1000 version doesn't 
take advantage of graphic board 
technology to enhance its look, 
which is a shame. Let’s hope 
this game inspires a new gener¬ 
ation of upgraded classics from 
yesteryear. —Bill Kunkel 
Mindscape 
3444 Dundee Rd. 

Northbrook, IL 60062 
(312) 480-7667. 
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Road Runner 

Mindscape 

Versions: Atari ST($49.95), Commodore 64 ($34.95) 


S ometimes, when review¬ 
ing a program on more 
than one system, you feel 
like you're looking at more than 
one game. A perfect example of 
this software schizophrenia is 
Tengen's Road Runner. On the 
C64, this is an interesting if un¬ 
spectacular action game with 
beautiful sprite animations but 
unimpressive backgrounds. On 
the Atari ST, however, Road 
Runner really gets up to speed! 

The player controls the title 
character, the legendary crea¬ 
tion of Warner Bros.’ animator 
Chuck Jones. The tiny bird 
speeds along a desert highway 
gulping down birdseed while 
avoiding rock slides, land mines, 
sand traps and oncoming traffic. 
But most of all, the Road Run- 

clutches of his eternally hungry 
nemesis, Wile E. Coyote. 

A beautiful close-up of the 
game's star, wrapped in the dis¬ 
tinctive bands of color of a thou¬ 
sand Warner Bros, cartoons, 
opens the game. The title 
character, seen from a three- 
quarters perspective, gets a 
head start on Wile E. and be¬ 
gins running to the left with the 
ardent predator on his heels. 
The Road Runner can move in 
any of four directions and can 



even turn around, but the 
screen only scrolls to the left. 

At the top of the screen is a 
"seed meter," which uses five 
bowls of birdfood to represent 
RR's speed and endurance lev¬ 
el. Each time Road Runner miss¬ 
es a clump of seed, the RR in 
the speed meter moves down 


Road Runner is divided into a 
series of levels, which players 
should appreciate since it 
means losing a life doesn't 
deposit them back to the game's 

The Road Runner can lure 
Wile E. into a traffic lane where 
he may be destroyed by an on- 


touches which come right out 
of the cartoons. The ST version 
is especially rich in these extras. 
For example, characters are 
given the pseudo-Latin designa¬ 
tions so popular in the cartoons 
(Wile E. is labeled "Appetitus 
Giganticus" and RR is dubbed 
"Quickus Wittus" among other 
things). 

Both versions equip Wile E. 
with a series of typical Coyote 
inventions, including a rocket, 
pogo stick, skateboard and 
booster jet. As in the cartoons, 
these aids can backfire on Wile 
E. if RR is sufficiently quick and 
clever. The C64 version includes 
Invisible Paint which renders RR 
invisible to Wile E. and vice 

The ST version is superior not 
only because of its beautiful 
graphics (including independent¬ 
ly scrolling background sceneryl 
but tor ns smootner joystick 
control. On the Atari screen, the 
Road Runner really seems to be 
moving. Although ST owners 


screen bird slows down cor¬ 
respondingly. If RR misses five 
bowls he passes out and is cap¬ 
tured by Wile E. 

The player starts with five 
lives but wins extras by taking 
a shortcut to a higher level. 


Bonus points are also awarded 
for drinking lemonade, jumping 
over a land mine and complet¬ 
ing a level without missing any 
birdseed. 

The best thing about this 
game, however, is the little 


version of this cartoon classic 
should give Road Runner fans a 
real kick. -Bill Kunkel. 
Mindscape 
3444 Dundee Rd 
Northbrook, IL 60062 
(312) 480-7667 
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Superstar Ice Hockey 

Mindscape 

Versions: Apple II ($39.95), Apple MGS ($44.95), Amiga ($49.95), Atari ST ($49.95), Commodore 64 ($34.95), IBM PC ($39.95) 


H ockey fans everywhere, 
rejoice! After years of 
being the most neglect¬ 
ed of sports buffs, we at last 
have an action-strategy simula¬ 
tion that offers all the thrills and 
nuances of real ice hockey! Ed 
Ringler's Superstar Ice Hockey 
is a masterpiece. Set in a three- 
screen wide, horizontally scroll¬ 
ing rink seen from a three- 
quarters perspective. Superstar 
Ice Hockey breaks new ground 
in terms of integrating stategy 

Players begin by familiarizing 
themselves with the SportTime 
Hockey League and its four five- 
team divisions. The user con¬ 
trols the "expansion" Mind- 
scape franchise which starts in 
the West Conference, Division 
2. A series of options allows the 
human coach to read League 
History (won-lost records), view 
a specific team history, reset 
the League, set up new lines or 
play a game. Players are evalu¬ 
ated based on their age and rat¬ 
ings in offense, defense and 

training camp to improve. The 
worse a team performs in any 
season, the greater the number 
of trading points awarded to it. 
These points can be used to im¬ 
prove a team or to pay for 




trades, since the League re¬ 
quires 150 points for each 
transaction. 

The user then sets up the 
various game options (time, 
team colors, offsides, etc.) and 
assigns the three control areas 
for each team. Team control is 
divided among the center, goalie 
and coach, with users offered a 
wide variety of possible setups. 
A single joystick makes coach¬ 
ing selections (which occur be¬ 
fore each face-off) and controls 
either the center or goalie. 
However, the computer can 
handle any or all of the three 


control areas for one or both 
teams. This lets two humans 
compete on the same team 
against the computer or play 
head-to-head with the computer 
picking up the slack for both 

Before each face-off, the 
coach selects from among three 
available offensive and defen¬ 
sive lines and determines 
strategy. Offensive players are 

(everyone attempts to feed the 
center!, while defensive players 
forecheck (enter attacking zone), 
protect (remain in defensive 


zonej or play normally. The 
coach must closely monitor his 
team's fatigue level by check¬ 
ing the EP (Effective Power) rat¬ 
ing since players possess 
varying levels of endurance. 

Superstar Ice Hockey brings 
rink thrills home, with play on 
several levels. Gamers can sim¬ 
ply control the center-forward 
or goalkeeper, leaving strategy 
(line changes, checking assign¬ 
ments, etc.) to the computer. Or 
he might start out as coach and 
let the computer carry the puck. 
Eventually, as the user becomes 
more familiar with the game, he 
can take greater advantage of 
SIH's amazing depth. Pretty 
soon, he’ll be not only dazzling 

but with his trading and coach¬ 
ing acumen as well. 

All versions of of this sports 
simulation are excellent, but the 
Commodore 64 translation is es¬ 
pecially exciting, with its full- 
bodied on-ice players and realis¬ 
tic animations. Any ice hockey 
fan, no matter what computer 
system he uses, will find Super- 
star Ice Hockey an exciting ad¬ 
dition to the sports software 
library. -Bill Kunkel 

Mindscape 
3444 Dundee Rd., 

Northbrook, IL 60062 
(312) 400-7667. 
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Rommel: Battles for North Africa 

Strategic Studies Group 
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Accolade 








The Computer Craftsmen At MicroProse 

D p Secret Air Strike Darin 9 S °^° 

=ALTH greatest weapon elite soldiers 

■■H in PROJECT: in AIRBORNE 

STEALTH FIGHTER, RANGER. Cunning 


swashbuckling era 
, of the buccaneer 


i privateer captain 
in It's a 






R 


e v i e w 



Stellar Crusade 

Strategic Simulations, Inc. 

Versions: Atari ST ($54.95), IBM PC ($49.95) 


V A i kee 

Kiffr 


te Terran peace- 


W Kiffryn’s Cat star clust- 
he early portion of the 24th 
Century, the already stormy re¬ 
lations between two factions in 
the region quickly escalated to 
armed hostilities. The People's 
Holy Republic, fearful of en- 


lar capitalism, declared holy war 
against The League. 

That's the situation at the be¬ 
ginning of Stellar Crusade, Nor¬ 
man C. Koger Jr.'s one- or 
two-player strategy game of 
space exploration and conquest. 
The computerist commands The 
League in its battle for survival 
against the P.H.R. The descen¬ 
dants of Christian Marxists from 


be directed by another human 
player or the machine. 

The ability of the computer 
commander is adjustable before 
the start of play. The choices run 
from "pushover" to "hideous." It 
is even possible to select "ran¬ 
dom" skill. This causes the com¬ 
puter to secretly assign a level 
to the robot foe. 

With a couple of minor excep¬ 
tions, commands are entered 
with the mouse. A turn, which 
represents three months of real 
time, consists of six interlocking 
phases. The "save game" oppor¬ 
tunity is followed by the eco¬ 
nomic phases, then the 


If the premise and routine-of- 
play sound familiar, they should. 
Several games including SSG's 
classic Reach for the Stars have 
covered much the same territo¬ 
ry. There's more emphasis on 
combat then colonization in Stel¬ 
lar Crusade, but neither aspect 
is fully realized. The lack of origi¬ 
nality is particularly disappoint¬ 
ing in a computer strategy game 
that is priced comparably to 
"cutting edge" titles. 

Scott Bayless' rule book is, as 
usual for SSI, a model for other 
strategy game publishers to 
emulate. It covers all the rules, 
the "future history" of the 
universe which underlies Stellar 
Crusade, extensive designer's 
notes, strategy hints and full par¬ 
ticulars on each the six 
scenarios. At the very least, 
gamers owe him a debt of grati¬ 
tude for not expanding the in¬ 
troduction from its actual four 
paragraphs to novelette length. 

Speculation about the nature 
of wars in the future is at least 
as fascinating to many as study¬ 
ing conflicts of the past. 
Although Stellar Crusade ex¬ 
plores little fresh territory, it is 
a solid, playable strategy contest. 

—Arnie Katz 

Strategic Simulations, Inc. 

1046 North Rengstorff Ave. 
Mountain View, CA 94043 
(415) 964-1353 
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The Last Ninja 

Activision 

Versions: Apple IIGS ($39.95), Commodore 64 ($34.95), IBM PC ($42.95) 


“ he Last Ninja is basical- 


I as with all good chop-socky 
epics, this game has a prelude 
(mercifully off-screen) in which 
the evil "Shogun Kunitoki and 


murder the protagonist's father, 
brother and friends, but blow 


away his entire ninja brother¬ 
hood (the Mystic Shadow War- 

sacred island of the Shadow 


Warriors, now under the domi¬ 
nation of this oriental Clanton 
Gang, for some bloody revenge. 

The journey to the inner 
sanctum of the evil Shogun 
takes the player through six 
zones, from the Wastelands to 
the Wilderness, the Palace 
Gardens, Dungeons, Palace and 
Inner Sanctum. Along the way, 
the player battles flunkies from 
the Ashikaga Clan and collects 
weapons, objects and magical 
items. Weapons include Nun- 
chukus, swords, smoke bombs, 
claws, magic gloves, staffs and 
shuriken stars. Magic items in¬ 
clude sleeping potions, an amu¬ 
let, mystical apples which grant 
bonus lives and the scrolls that 
signal the end of the quest. 
There is also a rope, a pouch (for 
carrying small objects), a key 
and a flower. 

The graphics are very impres¬ 
sive, even in CGA mode, with 
each territory made visually dis¬ 



tinctive within an overall Orien¬ 
tal style. The playfield includes 
the main display, an enemy sta¬ 
tus line, a weapons window (in¬ 
dicates the weapon just found, 
collected or in use), inventory, 
weapons, bonus lives and play¬ 
er energy level. 

How important is a control 
system to a game? System 3 
Software's colorful action- 
adventure (IBM PC version by 
Peter Fokosl should have been 
one of the year's standout 
games, but an awkward move¬ 
ment system takes a lot of the 
fun out of playing it. 

In fairness, the game was 
clearly meant to be played with 
a joystick, where the system is 
merely confusing. Any ideas 
about playing this game via the 
keyboard, however, are best for¬ 


gotten. Even Activision's tech¬ 
nical staff had a tough time 
explaining how to use the key¬ 
board to change the direction 
which the ninja faces. The in¬ 
struction booklet says things 
like: "To change the direction 
the Last Ninja is facing.. .press 
the appropriate keys on the nu¬ 
meric keyboard." These mysti¬ 
cal keys are not revealed to us, 
alas. Perhaps sufficient medita¬ 
tion will enlighten, until you just 

propriate. 

Here's the problem: to give 
the game more of an adventure 
ambiance, The Last Ninja was 
designed from a diagonal rather 
than a vertical/horizontal per¬ 
spective. Pathways are shown 
as a series of right angles 
viewed from a two-thirds over¬ 


head viewpoint. When the nin¬ 
ja is moving straight down the 
road, therefore, from an objec¬ 
tive viewpoint he’s actually 
travelling diagonally. 

Why lay out the game this 
way? So the player can have the 
dubious pleasure of stumbling 
over the maze-like roadways 
and getting lost. While map¬ 
making is an ancient and 
honorable element of adventure 
games, it adds little, if anything, 
to an action-oriented game like 
this. And as a trade off for the 
baffling control system, it’s not 
a great deal. 

The joystick not only moves 
the ninja along, it must also turn 
him around to face a new direc¬ 
tion, pick up objects and com¬ 
municate a series of combat 
moves. And it's a struggle ev¬ 
ery inch of the way. The system 
never becomes natural to the 
user and remains an impenetra¬ 
ble obstacle between player and 

The Last Ninja has a lot go¬ 
ing for it, but with it's clumsy 
control system it also has a lot 
going against it. In order to turn 
the ninja around, he has to 
constantly move in a circular 
motion with the player stopping 
when the correct direction is at¬ 
tained. In many ways, the user 
is also going around in circles 
as he strives to overcome this 
annoying handicap—Bill Kunkel 
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NINTENDO GAMERS, 


START YOUR PULSES 


Take a good look at the four 
games to your left. Can you 
feel your pulse racing? Your 
breath getting shorter? 

Don't worry, it's a perfectly 
normal reaction to seeing so 
much fun and excitement at 

Now that your adrenaline is 
pumping properly, we proudly 
present the full line of hits 
from Tengen for the Nintendo 
Entertainment System®: 



GAUNTLET. Yes, the legendary 
arcade hit is now available on 
the NES! Choose your hero 
from the same four characters: 
Thor, Thyra, Merlin or Questor. 
The unique 2-player option 
lets you join forces with a 
friend to defeat hordes of 
swarming monsters and to col¬ 
lect food, treasure and magic 
potions. We've also added a 
host of new features. Tengen’s 
Gauntlet sends you on a noble 
quest: The recovery of a sacred 
orb lost somewhere in a huge 
universe known as the Five 
Worlds. Each World comes 
with bewildering mazes and 
untold dangers to challenge 
even the most skillful adven¬ 
turer. Live all your sword-and- 
sorcery fantasies today! 



R.B.I. BASEBALL. It's the only 
game on the NES that is offi¬ 
cially licensed from the Major 
League Baseball Players Asso¬ 
ciation. So when your lineup 
includes such power hitters as 
Don Mattingly or Andre 
Dawson, you're getting their 
actual stats and skills. And 
when Cy Young winners like 
Fernando Valenzuela and 
Roger Clemens wind up, 
they're pitching with their 
individual style, speed and 
stamina. Are you ready to play 
in the Major Leagues with real 
superstars? Then you're ready 
for R.B.I. BASEBALL! 



PAC-MAN. The biggest hit of 
the decade is back — just for 
you! Guide PAC-MAN around 
the baffling maze to gobble all 
the dots and rack up points in 
a big way. Blinky, Pinky, Inky 
and Clyde, the not-so-friendly 


ghosts, are dying to do some 
gobbling, too. Except their 
favorite food is PAC-MAN! 

His only defense is to eat the 
energizers, special pellets 
which empower him to gobble 
the ghosts, but only for a short 
while. Find out for yourself 
how the ever-lovable PAC-MAN 
captured the hearts of millions 
of people around the world! 



TETRIS. The first game soft¬ 
ware from the Soviet Union is 
an intense battle of wits. 
Rotate and flip moving geo¬ 
metric blocks into unbroken 
rows. When you fill up a row, 
it disappears from the screen 
and your score rises. Nothing 
to it, right? Wrong! When you 
can't find the way to make the 
pieces fit together and more 
blocks tumble down ever 
faster, you'll wish you had ten 
hands — and ten brains. Play 
this addictive mind game by 
yourself, against a friend or 
against the computer. 

You better stop reading 
now or you're liable to over¬ 
heat from sheer anticipation. 

Save some of that energy for 
running to your local dealer so 
you can play the games today! 
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FLY TO FARAWAY PLACES 
AND MEET INTERESTING 
PEOPLE WHO WANT TO BLOW 



FROM DATA EASE 
NOW FOR NINTENDO. 



CIRCLE #101 ON READER SERVICE CARD. 


Cobra Command is a trademark of Data East USA, Inc.; © 1988 Date "a 
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